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You have just bought the game. opened the box, faired 
at the size of the rules booklet, and wondered how you are 
ever going to start playing. Or, you are coming back to the 
game after playing another of our fine Avalon Hill games, 
and need a refresher course. Relax! This will get you quickly 
and easily into the game. 

Everything won't be explained here. We'll tell you your 
options at each tum, but we'll make the decisions. This 
tutorial will get you started on the Strong Hold scenario. 
Since that scenario already has units, we will not have to 
purchase and outfit units, or move them into their initial 
positions. 


All phrases that appear on the computer screen are in— 


SMALL Caps. Numbers that follow in parentheses also appear 
on the screen at that time (they're called the “default” 
number). You are not restricted to that number: toggle the 
joystick or press one of the arrow keys to see all the choices. 


Special note: fo move a unit, you need to press the fire button 
while the joystick is moved in the direction you want the unit 
to move. This ts different from the procedure to move @ Cross. 

When the notation (J) appears below, toggle the joystick 
or press an arrow key once. When the notation /F} appears. 
press the fire button (if you are using a joystick! or the Apple 
or Escape key (if you are using a keyboard}. 

So boot up the disk and let's start playing. 


To Load The Game 

1. If using a joystick or Mockingboard, plug it in before 
turning on the computer (joystick-required on the Il+). The 
Mockingboard and nothing else must be in slot #4. Upon 
booting, the game checks for their presence and will ignore 
them if they are plugged in later. 

2 Insert the Game Master disk in the drive. Press the Caps 
Lock key down on the IIc and Ile keyboard. The game will 
not accept lower-case letter commands. 

3. Turn on the computer. When you see the title screen 
and the command Do You NEED To INITIALIZE A Disk (Y) 
(N}?, press the N key. The game will continue loading. 


SCREEN ONE 

Set Up New GAME: The only other option is REPLAY SAVED 
Game, so we'll ignore that. (F/ 

SeLect GAME SCALE (48): You have 12. 24, 48, and 72 
meters per position to choose from. While you will always 
see the same size map, the distance between each position 
will be different. We'll use 48. (F) 

ALLow CLEARING OF Move (Yes): Want to change your 
mind after entering an order? If so, chowse Yes (F) 

Use SuppLy Depcetion Rue (Yes). We strongly recom- 
mend using this rule. (F/ 

NuMBER Or COMBAT PHASES PgR TURN (4! You have 2, 
3, 4, or 6 combat phases per turn. All movement orders are 
carried out automatically during the 24 periods that makes 
up a turn. Unless you have the computer handle all com- 
bat (an option that appears later on this screen), the turn 
will begin with # combat phase. A nuniber of movement 
phases (MP's} will pass, then a combat phase will appear. 


TORIAL 


To find the number of movement phases that will pass, 
check the chart below. 


Combat Phases Ne 
Passing Number Of MPs 12 


Under Fire was designed with 4 phases as the ideal, so 
let's use it. (F) 

SEASON (SUMMER): There are four seasons, but, again. let's 
use the default value. (F) 

Use AUDIO RESPONSE ON BUTTON Press (Yes): Choosing 
Yes makes the computer emit a small click when you press 
the fire button. /F/ 

Human Or ComMPUTER CONTROL OF TEAM 2 (HUMAN): 
Were assuming here that you are playing the game solitaire, 
so (J) (F). 

SELECT SKILL LEVEL {1}: Select level 3: a good opponent 
UI UF 

CoMBAT CONTROL (PLAYER ContTrROL}: There are three 
options here. Player Control means that the player directs 
the fire of all units on his side. Leader Control means that 
the player directs the fire of all units on his side that are 
within 100 meters of the leader unit. Computer Control 
means that the computer resolves combat. In this case, 
select COMPUTER ConTROL with (J) (J) (F/. 

_ DesIGN YOUR Ownl/PLay PRE-SET SCENARIO (PLAY PRE-SET): 

Pre-set scenarios are those nine that come with the game, 
or any future scenario disks that The Avalon Hill Game 
Company will release. Players can design their own 
scenarios, but they are never considered “pre-set” for pur- 
poses of this prompt. {F) 

Accept GAME OPTIONS SELECTED (YES): If you're satisfied, 
so are we. (F) 


SCREEN TWO 

PLay WITH EXTENDED UNITS DISK (Yes): (J) (FI. 

REMOVE Disk/ INSTALL UNITS/SCENARIO DISK. Press BuT- 
TON OR (ESC) To CONTINUE: Take out the game disk and 
put in the scenario disk. Make sure that the caps lock key 
is down when you type. The computer will not accept key- 
board commands written in lower-case letters. 

SeLect A NATIONALITY FoR TEAM 1 (US}: There are three 
nationalities: United States, Germany, and Russia. All 
scenarios can be played by any nationality (even a US/ 
Russian conflict!). For this scenario, we'll have the US on 
Team 1 and Germany on Team 2. (F) 

Accept GAME OPTIONS SELECTED (YES): If you were making 
up your own scenario, you would decide how many points 
each side would have, and build your team by purchasing 
units with those points. But in a scenario, the units are 
already there waiting for you. (F) 

Seiect A NATIONALITY FOR TEAM 2 (GE): (F) 

Accept GAME OPTIONS SELECTED {Yss): (F) 


SCREEN THREE 
Cuoose Mar Board To PLay ON (SHapow Vattey): (J) (F) 
SCENARIOS (STRONG HOLD): There are three scenarios for 
each map, making nine scenarios in all. (F) 


INSIDE THE GAME MASTER'S RULEBOOK 


This rulebook contains all the information needed to play Under Fire. It consists of three 
sections: 

© The Under Fire Tutorial: a fast-and-easy way to get into playing the game. This will guide 
you into setting up one of the scenarios that come with the game. It cannot substitute for. a 
careful study of the rules. There are many things happening underneath the surface of the game 
and many possible options that cannot be understood without reading the rulebook. 

¢ The Game Master Rulebook: a complete guide explaining how to play Under Fire. During 
playtesting. we found that publishing the formulas and numbers used in calculating movement 
and combat did not help the player, and caused some confusion. Therefore, the rulebook will 
explain what the game takes into account during play, but will not release specific numbers. 
In the game, as in real life, expertise in combat can only be gained through experience. 

° An Index to guide you through all screen prompts, and a dictionary of words that take on 
a special meaning when referred to during the game. 

e Appendices on the weapons, vehicles, special words and an interview with the designer. 


We hope you enjoy playing Under Fire. The Avalon Hill Game Company plans on releasing 
future disks containing more scenarios and units. Sending in the registration card will ensure 
that you are notified of their availablility. 
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GENERAL ORDERS FOR TEAM 1 (ATTACK OBJECTIVE AREA] 
Depending upon what you choose here, an objective arca 
is ‘drawn’ on the map. Victory points are awarded depend: 
ing upon what your objective is. (F) 

AccertT GENERAL ORDERS (Yes): (F) 

GENERAL ORDERS For TEAM 2 [ATTACK OBJECTIVE AREA]: 
Let's make it interesting and give the Germans the respon- 
sibility of defending the objective. (J) (F). 

Accept GENEKAL ORDERS (YES): (F) 


SCREEN FOUR 

The computer selects your order of battle, and you now 
look them over. The screen is divided into four parts. Ignore 
the left-hand section titled INFANTRY. This is a chart that 
you use when purchasing unils. At the top, you can see your 
squad's nationality and the number of units you have. 

You have only one option: to review your units. (F) 

The first unit appears at the bottom. It's identified as US 
¥1. At the bottom the screen is the command REVIEW NEXT 
Unit. Toggling the joystick alternates this message with 
DELETE THIS Unit. While your Order of Battle can be 
changed. simply review the next unit by pressing the fire 
button. (F) 


As you scroll through your units. you'll see a variety 


of & 
weapons. Although the computer will be handling iy of f 
during the tutorial, note that when you choose the a é WotLp You 


CONTROL combat option, you will decide what weapon 
squad will be using in each combat phase. 


CoMPLETE/END BUYING: NO. (UJ) (FI 

Put GAME MASTER INTO DRIVE #1 Press BUTTON OME Er 
To CONTINUE: Remove the Units’Scenario disk insert ~ 
the Game Master disk back into the drive. (Fixe NN 


SCREEN FIVE 

Welcome to the heart of Under Fire. Once you un stand 
this part, the rest comes easy, because everything else is 
just variations on what is explained below. 

\What you are seeing is an overview of the entire map. 
In the center of the screen is the note TEAM 1. This means 
that what follaws should only be seen by that player. be- 
cause he'll be entering orders. If the SITUATION Map is 
chosen. all of his units will appear along with any enemy 
units that they can see. 

Below the map is a line with notation TEAM 1, PRE-SET 
Units, and Periov. The number under the PERIOD sign is 
a special type of clock. The number to the left of the colon 
(.) sign is the turn number. The number to the right is the 
period number. There are 24 periods in one turn, and they 
will be counted off like seconds as the computer resolves 
all movement orders. 

At the bottom is the headquarters of the game, with the 
messages SEARCH, SITUATION Map, Move Units and PRE-SET 
Done displayed. Each turn will begin with the headquarters 
(H/Q) screen At this stage of the game, you get to look at 
your units. find out where they are, and where the Objec- 
tive Area 1s 

Let's look at each of the messages and sec what they do. 
Toygle the joystick and watch the black box move about. 

SITUATION Mar. this map shows the overall situation. The 
flashing box is the Objective Area. Since your General Order 
is to attack the Objective Area, to win the game, your squads 
must occupy the area. The blinking will stop when you press 
a button When the blinking is stopped, youll be able to 
chouse another option from the menu. 

Move UNITS. ignore this command, it is used to change 
the initial location of any of your units. 


Searcn this takes you tnto a second menu with the fol- 
lowing messages Tpentiry Unit, Tactical Mat, STRATEGIC 
Mar and RETURN To H/Q. The tactical and strategic maps 
will display the terrain on two different scales: The tactical 
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& 
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Anyway, keep pressing the fire button until you Sie 
ET} mands: NEw Onpers and EXecuTe Orpers. The latter com: 
ae mand is used only when you want to end your turn. 


may has the highest resolution and the most.detail, the 
Strytegie may shows more of the map. IpentiFyY Units will, 
by moving the cursor over a unit, display its type and 
Wed pans 
Moving about on all these maps without affecting your 
units is easy. In the direct center of the map is 4 small cross. 
To move the cross, press the Space Bar. It will move in the 
direction of the compass arrow in the lower right hand 
corner of the screen. Change the direction of the compass 
arrow by pressing the left arrow or right arrow key. Press- 
ing the fire button with the joystick pointing straight up will 
return you to the menu at the bottom of the screen. 
Special note: if you want to move your units on the Tactical 
Map, vou must go to the SEARCH command and order the 
Tactical Map The computer will consider this to be the new 
map Once the Tactical Map has been chosen. the compuler 
waPShow this map during the New ORDERS option 
“Thumb through the various menus until you are sure you 
erstand their function. When you are finished, return 
H/Q and move the black box to the Pre-SeT DONE prompt. 
} 
There will be a pause, then the disk drive will whirr, and 
ee first turn will begin. 


FIRST TURN 
LikE To SAVE THIS GAME {No}: not at this 


®ime. (Fi 


WouLp You LikE To Exp THis GAME {NO}: DiTTO. {F} 
We're back in the H/Q screen, but there are two new com- 


New ORDERS: select the unit you want to give orders to. 
Let's start with the first unit. (F/ 

You will see unit US #1 in the center of the map. Press 
the fire button. Move the black box over to MOVE and press 
the fire button You now have a choice of STANDARD oF 
SCOUTING movement. Scouting takes more time, but protects 
your men. Choose Standard movement. (F} 

There are five commands tu choose from. CLEAK wipes 
out all previous orders given to that unit this turn. But if 
you order your unit to go on an Extended Move. or Load 
or Unload, its orders cannot be cleared Walt orders the 
unit to wait as many periods as you toggle the joystick. 
Dep oy tells the unit to dig in. DONE returns to the previous 
menu. Move the black box over to MOVE and press the 
button. (F} 

There is no change to the screen, but you can now give 
movement orders tu that unit. Press the fire button with 
the joysuck depressed in the direction you want the unit 
to move. The number under the PERIOD sign changed, count- 
ing off the number of periods it will take that unit to reach 
that position. Continue to move the unit until you are 
finished, or the unit runs out of periods {it can't go farther 
than 24 periods). Press the fire button with the joystick 
straight up to stop movement Move the black box over to 
Dont and press the button (F) 

Continue to give orders to your units until you are done. 
If you think you are stuck in an option, you can either scroll 
(by toggling the joystick! and Donr will appear, or press 
the fire button 

When finished, return te the H/Q menu {it's an option on 
the Se.ect Unit prompt) Ifyou check the SITUATION MAP 
now, you will see the result of your movement orders. Place 
the black box over te bere UTE ORDERS and press the fire 
button (F) 


EXECUTE ORDERS 

above werds appear in the middle o} 
The computer will think 
of the 
drive will white Press the Space Ba’ 


When you sec the 
the Screen press the Space Rar 
Coaat OhoEKS on the center 
screen and the disk 


them yer will see 


again when ExLCUTE ORDERS appears inthe center, and the 
computer will think some more It is resolving all line of 
sight questions, and if a unit is spotted, it will identify it 
at the bottom of the screen. The Prrion clock will tick as 
each period's movement is resolved, and when it reaches 
a combat period, will decide if there is any combat to 
resolve. Under the Computer Control combat option, units 
can fire only if they can see an enemy unit: therefore, if 
no units are sighted, there is no combat 

The ToccLe To Cont prompt appears just before the next 
combat phase. It is pointing out what units can be seen 
Toggle the joystick to see the next sighted unit. Pressing the 
fire button will suppress the message for the rest of the 
combat phase. 

While it may take two or three minutes to resolve the 
movement, remember the awesome job the computer has 
to do. The game will move faster when there are fewer units 
involved. 


DON'T PANIC! , 


This rulebook is long and complex, filled with clauses 


and sub-clauses, and sometimes contradictory and con- 


fusing jargon! Before reading this rulebook, we recom- 
mend that an advanced course in Military Preparedness 


be completed at either West Point or Sandhurst 


Just kidding. While the Under Fire rules are long, it con- 
sists largely of explanations for the screen prompts. The 


Note also that sighting can. be one way. Your units may 
be spotted by the enemy, but they may not reveal them: 
selves to you So be cautious and be careful! 


UNIT ORGANIZATION TEAM 1 
ENTER ORGANIZATION PHASE: toggling the joystick 
will change ENTER to Sxir. You use this phase to drop 
weapons, integrate units or bail out of damaged tanks. Since 
we won't be needing this. make sure SKIP appears on the 
screen and press the fire button. (F} 


You have now reached the end of the first turn. There 
is a lot we haven't explained, so we strongly urge that you 
read the rules booklet as you play a few more turns. Take 
command, sir! 


game is played by selecting an option from a list of 
several, called a “menu.”'Some commands may need a 
name typed in, a yes or no answer, Or a cross or unit 
moved about the map. We strongly suggest reading the 
rulebook and playing a scenario alongside it. It will be 
easier to play with each ‘succeeding attempt, until the 
rulebook won't be needed at all. An index to the screen 
prompts anda dictionary of special words are included. 
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INTRODUCTION 


The sound of gunfire in the distunce The comforting rumble of friendly 
tanks nearby. A stone building that must be searched Leading a group 
of men of uncertatn training on a mission from which few will return 
The sense of expectancy punctuated by the staccato burst of automatic 
fire from a hidden enemy 


This is Under Fire, the tactical game of World War II land 
combat that is unlike any boardgame and light-years beyond 
any computer game. It is the full realization of what can 
be done with a computer. It requires less rules learning than 
a boardgame, but more knowledge in the area that counts 
most on the firing line: devising the tactics necessary to 
defeat an armed foe. 

The rulebook is organized to be read while playing the 
game. Under Fire simulates tactical warfare in a differe 
way. It uses formulas that cannot be understood nerd 


LAYING THE GAME 


ing the game. Some we will not explain even in the rule- 
book, because they will not help you play the game any 
better. We recommend patience. Spending time with the 
rulebook first will reduce a number of questions later. 
How Under Fire simulates movement and combat is dif- 
ferent than what is found in other games. We recommend 
reading carefully the movement section, and Appendix: The 
Under Fire Interview to understand the reasoning behind 


Noe rules. 


Under Fire may be pluyed with a yoystich and Mockingbourd™ The 
joystick is required for the Apple® I+, but rot for the He and Ile. 
The keyboard can be used with all computers. Plug the joystick or 
. Mockingboard in before turning on the computer. Also, we cannot 
guarantee that Under Fire will rua on a computer that has additional 
origina! or third party hardware like off-orand disa drives. 80-column 
cards or CPM boards. If you're having trouble loading the game take 
out the extra cards and see if that wii! fic the problem 


Only Mockingboard D and C and a self-centering joystick 
will work with Under Fire. 


To Load The Game 

1. If using a joystick or Mockingboard, plug it in before 
turning on the computer (joystick required on the II +). The 
Mockingboard and nothing else must be in slot #4. Upon 
booting, the program checks for their presence and will 
ignore them if they are plugged in later. 

2. Insert the Game Master disk in the drive. Press the Caps 
Lock key down on the IIc and Ile keyboard. The program 
will not accept lower-case letter commands. 

3. Turn on the computer. The title picture will appear. 


How The Rules Booklet Is Organized 

This rulebook follows the outline of the game. It begins 
with a discussion of the set-up procedures and ends with 
a section on the victory screen. Most of the rulebook will 
discuss how the computer responds to the menu selections. 
In the ‘rules booklet, all screen prompts and possible 
responses will be in a typeface called SMALL Caps. Beside 
each response will be the computer's action if it is selected. 

For example, this is what the game's first prompt (seen 
after the disk is booted) looks like in the rules booklet: 


Do You Negp To IniTiatize A Disk (Y)(N)? 
Y: a blank disk that is initialized can save a scenario of 


your design or a game in-progress. It is not needed to play 
a scenario in one sitting. The Mapmaker and Game Master 
programs initialize disks ina different way. A disk initial- 
ized by the Game Master program can save up to four games 
(either newly-created scenarios or games in-progress}. A disk 
initialized by the Mapmaker program can save up to five 
newly-created maps. So, to create and save both maps and 
scenarios, initialize two disks: one by the Game Master and 
one by the Mapmaker. Player-created maps and scenarios 
cannot be saved to the same disk. 

If you don't have an initialized disk, type Y and follow 
the prompts. 

N: go on to the next question. 


Using The Keyboard And Joystick 

While the keyboard is used to answer yes/no questions 
or to type in a name, three sets of keys — and their joystick 
equivalents — are used most of the time to enter orders: 

Space Bar or Arrow Keys/Toggle Joystick: used to scroll 
through the available options. On some options, the arrow 
keys are used in place of th + Space Bar, like the Pre-Set Units 
menu consisting of SEARCH, SITUATION Map, Move UNITS 
and Pre-Set DONE. | 

Apple Keys or Escape Key/Fire Button: used to select an 
option. (The Apple Keys contain the corporate logo of the 
Apple Computer Corporatign. It is not found on the Il + key- 
board; use the Escape key instead.) 


Arrow Keys: at certain times, ja compass will appear in 
the lower right corner of the screen, indicating the direc- 
tion the chosen unit or cross will move if the Space Bar is 
pressed. The Arrow Keys are used to change the direction 
of the arrow. The left arrow key moves it counterclockwise; 
the right arrow key clockwise. On the IIc and the Ile, the 
up and down arrows work as well. 

To move a unit or cross with the joystick, press the fire 
button with the joystick pressed in the direction it is to 
move. ; 

Also, when the words EXECUTING COMMANDS, COMBAT 
OrpDERS or COMBAT RESOLUTION appear in the center of the 
screen, the computer is waiting until the fire button or Space 
Bar is pressed before going on. See Section 7: Execute Orders 
for more information. ) 

During two-player games, one player can use the key- 
board and the other the joy stick. 

To keep the instructions clear, we will refer to the joystick 
operation only. 


An Overview Of The Game 

Under Fire is a complex game. This section describes the 
organization of a turn, but remember that there will be 
much more to do than just move and fight. The number 
of options each unit has depends upon its function, loca 
tion on the map, and the tactical situation. 

Under Fire is played in turns. A turn is a specific piece 
of time, broken down into 4 strict sequence of activities 
called phases. Only certain itypes of actions may be per- 
formed in a phase. For example: movement orders are given 
during the Movement Phase and nowhere else. 

At the completion of the final turn, or when all units on 
one side have been destroyed) the game ends and the victory 
screen is displayed. 

Each players team performs two major activities each 
turn: movement and comb t. When all movement orders 
have been entered, the computer takes over. Each turn is 
broken down into 24 periods. Think of them as seconds on 
a clock. As the computer ticks off the periods. each unit 
is moved a little bit and the computer checks to see if 
opposing units sight each other. 


Think of the scenario as a structure} and each option in this phase as 
a purt of that structure Under Fire was designed to give as much 
latitude to the plavers as possible If you're looking for an armor 
scenario emphasizing guns blazing away at each other, select the 72 
scale and drop the supply rules If you wont fo simulate leadership andj 
the chaotic nature of battle, put in supply and choose the Leader 
Combat option In this phase you can make Under Fire the tactical 
gome you've always wanted to play. 


Upon booting the disk, the Under Fire title screen will appear 
and the following prompts will appear: 


Do You Negev To INITIALIZE A Disk (Y}(N}? 

Y: a blank disk that is initialized can save @ scenario of 
your design or a game in-progress. It is not needed to play 
a scenario in one sitting. The Mapmaker and Game Master 
programs initialize disks in a different ways. A disk 
initialized by the Game Master program can save up to four 
games (either newly-created scenarios OF games in-progress). 
A disk initialized by the Mapmaker program can save up 
to five newly-created maps, 50, to create and save both maps 
and scenarios, initialize two disks: one by the Game Master 


After a pre-set number of periods has passed, movement 
is halted and units receive their combat orders. Combat 
orders are optional. The computer will take over again and 
continue moving the units. Some will follow their move- 
ment orders, while others may dive for cover, retreat, or 
be unable to move as a result of combat. 

There is a minimum of two and 4 maximum of six com- 
bat phases per turn {this is chosen during the Set-Up phase], 
and the player may have the computer enter combat orders 
for both teams. 

During the Unit Organization phase, units may integrate, 
increase their movement speed by dropping heavy weapons 
or ammo, take on ammunition supply or bail-out of vehicles. 
Then the turn ends and another one begins. 


Under Fire Game Summary 
(Before The Game Begins) 


Setting Up Phase 

Chosen: rules, weather, number of combat phases, com- 
puter opponent, pre-set scenario (one of nine coming with 
the game] or design your Own. 


Pre-Set Units Phase 
Chosen: objective area, general orders and starting loca- 
tion of each unit. 


(The Turn Begins) 
Movement Phase 
Chosen: where units move, how fast and how they'll 


‘deploy idug-in, on 2nd floor, be resupplied, or loading and 


unloading from vehicles). 


Execute Orders Phase 
Chosen: combat : 


Unit Organization Phase 
Chosen: take on supply, drop supply or weapons, bail- 
out of vehicles, or integrate units. 


(At The End Of The Game} 
Victory Phase 


|3. SETTING UE 


and one by the Mapmaker. Player-created maps 81 
scenarios cannot be saved to the same disk. 

If you don't have an initialized disk, type Y and follc 
the prompts. 

N: go on to the next question. 


Set-Up ) 

New Gamer: will start a new game. Toggling the joysti 
also reveals REPLAY SAVED GAME; this will continue 4 ga! 
that was saved to a disk. The scenarios included in Un 
Fire are considered by the computer to be a new gar 
They're also called PRE-SET scenarios since the units invol 
have already been moved into position. 


When the REPLAY Savel) GAME option 1s chosen, 4 promy 
will appear to insert the disk the saved game is on. A list 
of games on that disk will be displayed along with the 
CHANGE GAME SAVE Disk option. Ifa saved game is selected, 
a list of the options will be displayed, followed by the 


Situation Map, Objective Area and General Orders. 


Serect GAME SCALE 

12, 24, 48, 72. the map board is divided into a chessboard: 
like pattern called positions. The pattern does not show, 
but they can be counted off while checking line of sight or 
moving units. There are close to 3,000 possible positions 
on the map. The game scale is the size of each position. 
measured in meters. Thus, selecting a game scale of 12 
means that each position will measure 12 meters by 12 
meters. The scale is used to calculate the range of weapons 
and their effect in combat. 

Movement is handled differently than in other games. All 
units move relative to each other, not relative to the size 
of the terrain. That is, no matter what the scale is. a Panzer 
IV on a road will always move faster, relative to an infantry 
unit travelling through the same terrain. This way, it costs 
the same number of periods to enter a position, no matter 
what the scale is. 

At scale 12, the Under Fire map measures 542 meters by 
768 meters. A German or US. infantry squad would fit 
snugly into a position without suffering a negative mo fer 
in combat for having men too close together. 7 
the map is 3.3 kilometers (2.1 miles} by aa 


miles}. This scale would be ide \ 4 
scenarios. € aah 
A a UE ees e” 
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ALLOW CLEARING OF MOVES aii 

Yes. this eption permits ee a unit's move that was 
entered that turn, but before the EXECUTE ORDERS option 
is chosen. A unit ordered to go on an Extended Move, or 
to be loaded or unloaded from a vehicle, cannot have their 
orders cleared. Those units are identified by the number 
under the PERIOD clock turning black. See Extended Move- 
ment in Section 5: Movement for more information. 

No: once a unit's move Is selected, it cannot be changed. 


Use Supply DEPLETION RULE 

Yes units can run out of ammunition. Supply trucks and 
halftracks are available to resupply units. We strongly 
sername cerns ine STS rules It prevents players from 


No units will have unaumited ammuniicon 
NUMBER OF COMBAT PHASES PER TURN 

2. 3, 4, 6: combat phases are spread evenly throughout 
a turn. Therefore, if 3 phases was selected, the Execute 
Orders phase will consist of a combat phase at period :00, 
eight movement periods, a combat phase at period :08. eight 
more movement periods, a combat phase at period :16, and 
eight movement periods. 

This phase represents an opportunity for units to engage 
in combat. With the supply rule in effect, a unit that fires 
in every phase will soon run out of ammunition. Since units 
are penalized heavily for moving and firing in the same turn, 
better players will learn to coordinate movement with com- 
bat. For example: in a game with 4 combat phases, if two 
squads are moving against an enemy position, one squad 
would fire on the enemy at periods :00 and :06. The second 
squad would wait for six periods, then move from its cover 
and attempt to reach the position before period :12 (the next 
opportunity for combat). By that time, the enemy unit may 
have been breken or decimated as @ result of combat, or 
at least forced into a Defensive posture, and therefore 
unable to fire back 

With the combination of supply rules and multiple com- 


bat phases, Under Firé siinulates the need to coordinate 
attacks among friendly units 


SRASON 

The effects of weather are as follows 

Summer: movement and line of sight are unaffected. 
rivers may be forded by vehicles. 

Fall: movement and vehicle fording are the same as sum: 
mer, but the defoliated trees extends the line of sight 
through the first tree position. 

Winter: line of sight is the same 4s fall, rivers and lakes 
are frozen and crossable by vehicles. All units except Rus: 
sians move one class slower. There are three classes of in- 
fantry — light, medium and heavy — and three classes of 
vehicles: fast. medium and slow. For example: medium Ger- 
man infantry will move like heavy infantry in winter. Heavy 
infantry and slow vehicles cannot move any slower. See 
Burden Value in Section 3, and the Time Effects Chart in 
Section 5: Movement, for further explanation of movement 
classes. 

Spring: all units. except heavy infantry and slow vehicles, 
move one movement class slower. Rivers cannot be forded 
by vehicles. Line of sight returns to summer conditions. 


USE A, NSE ON BUTTON PRESS 
Real¥ck will sound whenever an option has been 
n. If you are unsure a command has been accepted, 


wd the fire button again. Three clicks or no clicks means 


t the computer has received the command, and is think- 


ng for a moment. 
No: the computer will remain silent. 


HUMAN OR COMPUTER ControL OF TEAM 2 
HuMAN: both teams available for human command. 
Computer: the computer will control Team 2. If this is 

chosen, the next option to appear will be SELECT SkiLt LEVEI 

This orders the computer to play like a novice {Level 1} or 

an expert (Level 4). 

Skill levels represent how the computer will handle move 
ment and combat orders. The higher the skill level, the more 
depth there will be in the computer's movement and com- 
bat orders. For example, at Level 1, a unit will not go into 
a defensive posture during the combat phase, even if it 
sights enemy units. At Level 3. however, it would. 


ComBatT CONTROL: 

Paver Conta the player will enter all combat o76e75 
je gnt per ow eae ee Sr 5 are F secacie fir pie 
When playing a pre-set scenario, check to make sure one 
was assigned to both teams. The player will enter combat 
orders of all units within 100 meters of a Leader unit they 
can see, and all vehicles regardless of leader presence. 

CoMPUTER CONTROL: the leader of each unit (handled by 
the computer] will decide how and where his men will fire. 
Each unit will attack according to the tactical situation 8s 
they see it that is. if attacking warrants exposing its position. 
They will sometimes order split fire and indirect fire. The 
computer will not consider whose Team a unit belongs to 


when it decides on its combat order. 


SCENARIO 

PLAY PRE-SET: will play a scenario included with the game 
(or purchased separately). The nine scenarios in the game 
already have the map designed and the units purchased an 
set up, so itis a quick way to play a game. 

DesiGN Your Own: each player will ‘buy’ his forces using 
points, and decide their initial position, which map to play 
on, and the victory conditions. 


Accert GAME OPTIONS SELECTED : 
Yes: the computer will go on to the next prompt. 
No: return to New GAME prompt and start again. 


| 
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The remainder of the section is divided into two parts 
If playing a pre-set scenario, read Section 3A: \Scenanos. If 
designing your own scenario, read Section 3B: Building Your 
Team. Read only that section which applies before going 
on to Section 4. Information common to both sections has 
been repeated. 


3A. THE SCENARIOS 


There are nine scenarios available with the game. Each 
lasts ten turns, and their victory conditions depend upon 
the General Orders chosen for each side. Under Fire does 
not declare who won a scenario; that is left for the players 
to decide. 


PLay WITH EXTENDED CAPABILITY Disk 

Yes: this disk is sold separately, and contains additional 
units for play with Under Fire. To use this disk, turn to its 
rules booklet for further instructions. 

No: go on to the next prompt. 


REMOVE DISK/INSTALL ScENARIO/UNITS DISK 
Remove the disk in the drive and replace it with the 
Units/Scenano disk. 


SELECT A NATIONALITY FoR TEAM 1 

US, GE, RU: Under Fire contains units from the United 
States, Germany and the Soviet Union. Ina solitaire game, 
the computer will control Team 2. 


CHoost Map BoarD TO PLay ON 

Lions RIDGE, SHADOW VALLEY, DEMONS Maze: enclosed 
in the rules booklet are full-color reproductions of the maps. 
There are three scenarios available for each map: 

ACHILLES JUNCTION, STRONG Hop, and Cry Bui7z are the 
attack/defend scenarios. RoaD To Ruin, CUT Orr and RELIEF 
CoLuMN are the delay/breakout scenarios. POWDER KEG, 
One More Yard and House To House are meeting 
engagements. 

The order of battle for each scenario changes from game 
to game. 


GENERAL ORDERS 

There are five General Orders available to each team. 
They represent the orders that come from the higher-ups 
in the military hierarchy. Each side is assigned a General 
Order, which they must fulfill in order to win. The teams 
in the pre-set scenarios are limited in their choice of orders. 

ATTACK OBJECTIVE ARBA: the team must occupy the 
objective area to win. 

DEFEND OBJECTIVE AREA: a team must maintain 4 larger 
force in the objective area than the enemy to win. 

SEARCH AND DesTRoY ENEMY: @ team must destroy the 
enemy to win, regardless of the number of casualties they 
suffered. 

BREAKOUT: a team must exit from the mapboard at 4 pre- 
determined location. The Objective Area will mark the edge 
of the map they must exit through. 

DeLay ENEMY: a team must prevent the enemy units from 
reaching the objective arca. 

Both teams cannot choose Attack Objective or Defend 
Objective. If they do, Team 2 will be assigned to Defend 
Objective, and set the units up accordingly. 


Revisw YOUR UNITS 

A pre-set scenario already has the order of battle chosen 
for each side. At this point, both players will review their 
team’s composition and make any changes. Since they do 
not begin with any build points, they must delete units 
(literally cashing in how many points they are worth) be: 
fore they can buy more. 


If a player decides to buy more units, he must read Section 
3B: Building Your Team. 

At the top of the screen ts the nationality of Team 1. Below 
it is the number of total points it has. If a unit is deleted 
from the roster, its point value is added to this pool. Beside 
it is the number of units in the team. 

On the left side of the screen is the cost chart. The 
numbers show the cost of purchasing 4 Green (GN), Sea- 
soned (SD) and Crack (CK] units. The better a unit's morale, 
the better it will fire and hang together in combat. Green 
units will “break” in situations where Crack units will not. 

The prompt Review YOUR Units appears in the box on 
the right side of the screen. This is the only possible option. 
Press the fire button. The first unit will appear at the bottom 
of the screen. On the left side is 4 list of its weapons. For 
example, if a US or German crack rifle squad was selected, 
the notation 8-RIFLES 12 and 2-SUB-MG 12 will appear: 
this squad has eight rifles and two submachine guns, each 
of which can make 12 attacks. If the Supply Depletion rule 
was chosen, the number of attacks left decreases by one 
(by four in the case of hand grenades} for each combat phase 
the unit uses that weapon. 

See the Men, Vehicles and Equipment appendix in the back 
of the rules booklet for a specialized discussion of each unit. 
For now, it is worth noting that all squads of the same 
weapon type are not the same: the composition of a German 
rifle squad is different from a Russian rifle squad, for 
exampie. 

The BURDEN is the number of burden points the units has, 
and the unit's VALUE in points. Note that the number of 
points received for deleting a unit is not the same as its pur- 
chase cost This is to prevent players from “buying up" too 
easily. In a defensive scenario, where seven units are facing 
nine attacking squads, adding a heavy machine gun to the 
defending squad could completely unbalance the scenario. 

The weapons {and their abbreviations! are: Submachine 
Guns |-SUB/MG}; Light, Medium and Heavy Machine Guns 
MG]; Smoke Grenades (HND/GR/SM)}: Fragmentation 
Grenades (HND/GR/FG}; Fragmentation Rifle Grenades 
(RFL/GR'FG!: Flamethrowers (FLM/THRWR!: and Satchel 
Charges (SCHL/CHRG). 

Toggling the joystick at this point will show two options 
at the bottom: REVIEW NExT UNIT and DELETE THIS UNIT. 
If the delete option is chosen. the unit's point value is 
returned to the pool and the following prompt appears: 


TEAM COMPLETE/END BUYING 

Yes: if Team 1 chose this, the REVIEW Your Units prompt 
for Team 2 will appear. If Team 2 chose this, the Setting 
Up phase is completed, and the game moves into the Pre- 
Set Units Phase. Read the Burden Points and Objective Area 
sections below before moving to Section 4. 

No: the option after this is to CONTINUE BuYING or REVIEW 
Your Units. Since unit costs vary, We suggest deleting all 
the units you wish before buying new units. 

If buying new units, read Section 3B. Building Your Team 
for details on the purchasing procedure. While the units 
generated by the computer will be placed in their initial 
position, all new units will be stacked in the center and must 
be moved into play. Section 4. Pre-Set Units gives details on 
that procedure 


Burden Points | 

A units Burden value is a measure of the weight that the 
unitis carrying Vehicles de not have @ Burden value The 
value measures how fast the unit can move, according te 
the following chart 


Burden 


Value Description i 


0 The unit is unable to move on its own and re 
quires transportation. 
1-20 The unit moves at the speed of light infantry. 


21-40 The unit moves at the speed of medium infantry. 
41-100 The unit moves at the speed of heavy infantry 
1014 The unit cannot move at all except by a trans- 


port vehicle or dropping weapons. 


The chart in Section 5: Movement gives the movement rate 
for each type of unit. The Burden value will change as 
weapons are added and deleted from the unit during the 
Unit Organization phase. As a unit fires its weapons, its 
Burden value will also decrease. This is especially notice- 
able with heavy weapons like machine guns and mortars. 

Tactical note: it is possible to buy a mortar unit and a 
supply vehicle. Once the unit is moved into position, the 
vehicle can burden it with plenty of ammunition. The 
mortar would be unable to move. but could fire for the rest 
of the game - 


Objective Area 
ridges: 


Wars are fought to occupy terpain: tdirics 
positions that allow squads to dppfio , their tiresfiore effec: 
tively and bring the battle tgahe ny Ind ider Fire this 


is expressed by designapfis ae pg 
Objective Areas pee G@qady been selected for the 
tg 


scenarios that copré ywesth c. If playing a Breakout! 
Delay Enemyter rAGe jective Area is over the map 
edge the 


4m Ge txpfhrough to win 
38..BUILDING YOUR TEAM 


In the ‘aesign your own" scenarios each side builds its 
team by spending points. Each squad, gun or vehicle costs 
3a certain number of points depending upon its type. its 
morale, and what weapons are added to it. Two players 
starting with the same number of points will be able to 
“build” teams that are roughly equivalent in quality. 

There are four steps in this process. 

1} selecting the nationalities of the teams 

2) assigning the number of build points and buying the 
units, 

3) selecting the game map and victory objectives, and: 

4) placing the units in their starting position 


After the DesiGN YouR Own option is chosen, and the 
Accert GAME OPTIONS SELECTED prompt has been answered 
Yes, the following will appear. 


Put Mar Boarp Disk Into Drive #1 
Take out the Game Master disk and place the map disk 
into the drive and hit any key. 


ENTER THE NAME OF THE Mar Boakb 

Type in the name of the board and press the Keturn key. 
To get a list of map names on the disk. press the Return 
key. The name of each map will appear Continue press- 
ing the Return key until the prompt reapye 1 If no map 
hus been saved, No Mars On Disk will appesur 


Pray Win ExTennen Carasinity Diss 
Yrs this disk is sold separately and centams additional 
units far play with Under Fire Follow the tastructions that 


came with at : ; 
No. when prompted, place the Units/scenarte disk in the 
drive and press the fire button 


Seiect A NATIONALITY For TEAM 1 

US. GE, RU: this game contains units from the United 
States. Germany and Russia. In the solitaire game. the com- 
puter will control Team 2 


ENTER NUMBER OF PoINTs For TEAM 1 

(0.9. enter a three-numbered digit by selecting a number 
for the hundreths column, a number for the tens and a num- 
ber for the ones column (Example: to give a team 105 
points, scroll through and select a “1.” then a “0,” then a “5’). 
Assigning 999 points will give that team an unlimited num: 
ber of points. 


MaximMUM NuMBER OF Units For TEAM 1 

1-30: no more than 32 units may play. If you run out of 
points before reaching the maximum number, you cannot 
purchase any more units. 


Purchasing Units 

At the top of the screen is the nationality of Team 1, be- 
low it the number of total points it has. When a unit is armed 
and accepted, this number will show how many points are 
left. Beside it is the maximum number of units that the team 
can buy. 

On the left side of the screen is the cost chart The num- 
bers shaw the cost of purchasing a Green (GN}. Seasoned 
‘SD} and Crack (CK! unit. Selecting the Mortar, Gun and 
VEHICLE options will display submenus showing specific 
types of ordnance. To leave a submenu without purchas- 
ing a unit, scroll until the title of the option is displayed. 
then press the fire button. The black box will appear around 
the submenu title and the scrolling through the chart may 
continue. 

See the Afen, Vehicles and Equipment appendix in the back 
of the Mapmaker rules booklet for a description of each unit. 
For now. it is worth noting that all squads are not the same: 
the composition of a German rifle squad is different from 
a Russian rifle Se for example. 

After a unit is selected, choose its morale. The better a 
unit's morale, the better it will fire and hang together in com- 
bat. Green units will “break” in situations where Crack units 
will not. When the morale is selected, a more complete 
description of the unit will appear. On the left side is a list 
of its weapons. For example, if a US or German crack rifle 
squad is selected, the notation 8-RIFLES 12 and 2-SUB/MG 
12 will appear. This squad has eight rifles and two sub- 
machine guns (both of which can make 12 attacks). If the 
Supply Depletion rule was chosen, the number of attacks 
left decreases by one (by four in the case of hand grenades} 
{or each combat phase the unit uses that weapon. 

The BURDEN is the number of burden points the unit has, 
and its VALUE in points. 

Type in the leader's name {eight letters maximum) and 
press the Return key. On the right side of the screen will 
appear a list of support and personal weapons. These 
weapons cost points (P/V, for Point Valuc) and add to the 
squad's Burden value. Note that Enginecring squads and 
Leaders will have satchel charges and flamethrowers avail: 
able to them only, and that Leader units can purchase in- 
direct fire in the form of Light, Medium and Heavy Artillery. 

The weapons (and their abbreviations) are: Submachine 
Guns |-SUB/MG}; Light, Medium and Heavy Machine Guns 
(MG); Smoke Grenades (HND/GR/SM): Fragmentation 
Grenades (HND/GR/FG}; Fragmentation Rifle Grenades 
(RELIGR/FG), Flamethrowers (FLM/THRWR]. and Satchel 
Charges (SCHL/CHRG}) 

Submachine guns are considered personal weapons. Buy- 
ing them means that the men are exchanging their rifles 


for them 

No more than four support weapons may be added to 4 
unit. No more than 28 hand grenades of each type (frag: 
mentation and smoke) may be purchased Beyond that, units 
are limited only by how many points are left, and how much 
their equipment burdens them 

To finish buying, scroll down to beyond the last weapon 
in the list. When the word Dont appears, press the fire 
‘button. You can then ACCEPT or Rryrct the unit, then either 
purchase another unit, or REViLWw the team. If the Review 
option is chosen, you may quit buying units after the last 
unit appears. 

When both sides have finished purchasing units, it is time 
to set up the units on the map. Put the Game Master disk 
into the disk drive when prompted. an, 


Burden Points ; 

A unit's Burden value is a measure of the weight that the 
unit is carrying. Vehicles do not have a Burden value. The 
value represents how fast the unit can move, according to 
the following chart: 


Burden 
Value Description 


0 The unit is unable to move on its own and re- 
quires transportation. 

1-20 The unit moves at the speed of light infantry. 
21-40 The unit moves at the speed of medium infantry. 
41-100 The unit moves at the speed of heavy infantry. 
101+ The unit cannot move at all except by a trans- 

port vehicle or dropping weapons. 


This number will change as weapons are added and 
deleted from the unit during the Unit Organization phase. 
As a unit fires its weapons, its Burden value will also 
decrease. This is especially noticeable with heavy weapons 
like machine guns and mortars. 

Tactical note: it is possible to buy a mortar unit and a 
supply vehicle. Once the unit is moved into position, the 
vehicle can burden it with plenty of ammunition. The 
mortar would be unable to move, but could fire for the rest 
of the game. 


Set Objective Area 

Wars are fought to occupy terrain: buildings. ridges: 
positions that allow squads to deploy their fire more effec- 
tively and bring the battle to the enemy. In Under Fire. this 
is expressed by designating an Objective Area. 

An Objective Area is drawn on the Situation Map by 
“staking down” the opposite corners of a box. One corner 
is staked down, and as the other corner is moved about. 
a box will automatically be drawn. 

When the prompt Set OpjECTIVE AREA appears, a small 
flashing dot can be seen in the center of the Situation Map, 
and a compass in the lower right corner. Since the Objec- 
tive Area can be rejected, feel free to play with this con- 
cept before going further. You may anchor each corner of 
the Objective Area anywhere on {he map, but once the first 
corner is staked. it cannot be moved again. When the 
prompt AccerT OnjrctIVe AREA appears, toggling the 
joystick will reveal the REJECT dption. 

If preparing a Breakout/Delay Enemy scenario, place the 
Objective Area over the map edge the Team must exit 
through to win. Once a unit breaking out enters the Objec- 
tive Area, it is removed from the map. 


General Orders 

There are five General Orders available to each team 
They represent the orders that come from the higher-ups 
in the military hierarchy. Each ie is assigned a General 
Order, which they must fulfill in order to win 
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Ariack Onjective AREA the team must occupy: the 
objective area to win ! 

DeFEND Onjective ARFA, a team must maintain a larger 
force in the objective area than the enemy to win, 

SEARCH AND DestkOY ENEMY: a team must destroy the 
enemy to win, regardless of the number of casualties they 
suffered 

BREAKOUT. a team must exit from the mapboard at a pre- 
determined location. The Objective Area will mark the edge 
of the map they must exit through. 

DEUAY ENEMY: a team must prevent the enemy units from 
reaching the objective area. 

Both teams cannot choose Attack Objective or Defend 
Objective. If they do, Team 2 will be assigned to Defend 
Objective. and set the units up accordingly. 


Creating Your Own Scenarios 

We have been deliberately vague about the rules under 
which you may create your own scenarios: giving the widest 
possible latitude will extend your enjoyment of the game. 
But we can suggest two ways to construct an Under Fire 
scenario. 

In a manner similar to boardgames, both players can agree 
on the Objective Area and General Orders for both sides. 
Each side begins with 600 to 800 points and can build up 
to 16 squads. 

Or, if you really want to be devious, try a “blind man's 
bluff" scenario: 


Team 1: 600 points. Limited to paratroop units only. Sets 
Objective Area (limited to a single building or bridge). 

General Orders: Attack Objective Area only. 

Set up limitations: none 


Team 2: 900 points. No limit on unit selection. Forbid- 
den to view the Situation Map. 

General Orders: Search and Destroy Enemy only. 

Set up limitations: none 

Scenario lasts for 15 turns. 


This scenario can simulate a parachute drop behind 
enemy lines Team 1 doesn’t Know what he is dropping into 
{a mass of weak infantry, ora powerful armor unit), and 
Team 2 doesnt know where the enemy is, or its objective. 
If a friend builds Team 1 and saves the initial set-up to disk, 
it would be a challenging solitaire scenario. Just remember 
nat to look when the computers shows the Situation Map 
while loading the scenario. 

See Appendix’ The Under Fire Interview for more sugges: 
tions on scenario building. 


ENTER Last GaME TURN 
1-30: self-explanatory, except to note that on the last game 
turn. there is an option to continue playing. 
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At this point, the Situation Map is on the screen, and there 
are four options at the bottom. In the'center of the screen 
are several words: TEAM 1 has no spécial meaning at this 
time: Pre-Set UNITS is the title of this phase {all screen titles 
will appear here, such as HEADQUARTERS and Victory}; the 
Perion clock is set for the beginning of the game: the 1:00 
means that it is Game Turn 1, and the first period has not 
begun. | 

Each option is described in greater detail below. You will 
be able to move back and forth among them until the PRE- 
Set Done option is selected. The black box on the screen 
can be moved only with the joystick: or arrow keys: 


SEARCH 

Four options appear: ) ; 

IDENTIFY Unit: a cross will appear on a map. Moving the 
cross over a unit will display more information at the bottom 
of the screen. Pressing the fire button:will reveal the next 
unit in the position, or do nothing if there is only one unit 
there. Note that the cross will only be able to move out of 
the position in the direction the unit is facing. (If using a 
joystick, it can move out of the position in any direction.) 

TACTICAL Map: two options will appear. In Fast SCROLL, 
the cross can be moved to the edge of the screen. Instead 
of being moved off the map (if it continues on its way), the 
map will scroll 5 positions up or down, or 9 positions to 
the left or right. Fut SCROLL means that the cross cannot 
reach the edge of the map. It will remain near the center, 
and the map will scroll underneath it. 

STRATEGIC Map: this map shows 1/12th of the Situation 
Map. As with the Tactical Map, a. small cross appears in 
the center of the screen. 

During play, all friendly units and any enemy units in 
sight will be represented on the map by symbols indicat- 
ing the team and type of unit. Team 1 units are colored 
orange, Team 2 units are green. The chosen unit will be 
flashing, and the direction of the compass arrow (seen at 
the bottom right corner of the screen} will show its facing. 
Facing is important only when giving movement orders to 
tanks, for they can turn only 45 degrees at a time. 

Return To H/Q: this returns to the Pre-Set UNITS screen. 
(That screen will be called the Headquarters once the game 
begins, hence the H/Q designation.) 


SITUATION Mar 

This will flash the Objective Area, your team’s units, and 
any enemy units they can see. Team | is colored orange, 
Team 2 in blue. Press the Space Bar to stop the flashing and 
choose another option. Note that, later, you can move your 
units and view the result on the Situation Map. 


Move UNITs 

This option allows you to move your units prior to the 
first turn. When chosen, the black box will be over the iden- 
tification number of the first unit. Four more options appear 
below it, and selecting a unit will take you to them. Scroll- 
ing through the unit numbers, the option Return To H/Q 
will appear after the last unit. Choosing it will return to the 
Headquarter/Pre-Set Units menu. 

If a unit is chosen, a brief description consisting of its iden- 


PRE-SET UNITS PHASE 


tification number, its morale (green, seasoned or crack), unit 
type and the number of men in it will appear on one line, 
the name of the commanding officer above it, and the 
terrain type it is in to the left of the officer's name. The black 
box will be over the REVIEW option. You now can cycle . 
through the options: 

Review: gives a more detailed description of the unit, 
showing its weapons. There are two more options (L.O.S. 
and Move) that are be discussed in Section 6: Line Of Sight. 
(Note: the Move option in the Review menu is different from 
the MOvE option below.) 

CHANGE UNIT: will allow selection of another unit. 

MovE: this description will describe only how to move 
and deploy a unit. Two options are available first: STANDARD 
and ScouTinG. They have no effect during set-up. Pressing 
the fire button moves the black box down to the line where 
five options are displayed. The box is on the MOVE option. 
so press the fire button again. The selected unit can be 
moved into position. 

A unit cannot be moved into a position it could not move 
into during the game. For example, a tank will not move 
into a building When you have finished moving the unit 
into position, press the fire button (the joystick must be 
straight up). Nothing will change on the screen, but the 
black box can be moved onto the DONE option where — 
press the fire button again — you may select another unit 
to move. 

Paratroops: unlike other units, paratroops do not begin 
the game on the map. Instead, they drop from the sky onto 
a chosen position. When a paratroop unit is moved into 
position, choose the turn number that the unit will appear. 
Each paratroop unit can land between game turn 2 and 30. 

Paratroop units cannot land on woods, rivers, buildings 
and walls It is considered unorganized and “broken” on the 
first turn they land. They may drift on the way down and 
be attacked. Paratroops have a special rally capability per- 
mitting them to recover faster than other units from the 
effects of landing and enemy attack. 

Deptoy: selecting Dic-IN from this option provides the 
unit with better defensive coverage. By digging-in, the unit 
has spent time improving its position and establishing its 
field of fire. During the game, a unit must spend three turns 
to dig-in. This option can give the defending team a very 
strong advantage. 

If DerLoy is selected while a unit is in a two-story build- 
ing. the option 2ND Story will appear. This will move the 
unit onto the second floor. During the game, selecting the 
Move option for a unit on the second story will cause the 
Ist STORY option to appear. It’s asking if the unit is climb- 
ing down 

Both the Dic-In and 2NbD Story options can be selected 
at the same time. : 

The CLear and Walt options have nothing to do with 
setling up the units. 


PRE-St1 Dont 
Team 1 is finished examining his units, and it is Team 
2's turn , 


In most games the speed al which a unil moves is pegged to the 
passuye of time Each turn equals a certain number of hours, and how 
lony a unit takes to go from point A to print Bi would determine its ~ 
movement rate 

In Under Fire, however, a turn does not represent the passage of a 
interval block of time. A unit's speed is based upon how much faster 
or slower it is compared to other units. The turn is divided into 24 


periods to take into account the wide variance of units and allow a 
situation where one unit can move 1 position per period {like a 
i) 


134/76 moving down the road} while a heavy infantry unil takes 24 
periods moving up a hillside. | 


! 


Movement is a two-step process. First, each unit gets its 
marching orders. Then, the computer breaks those orders 
down into 24 periods, and moves all units one period at a 
time, checking each period to see if the moving unit can 
see any enemy unit. The result of each period's move 
appears on the Situation Map during the Execute Orders 
phase, and enemy sightings are reported below it. Depend- 
ing upon the number of combat phases chosen at the be- 
ginning of the game, the computer will stop that many times 
to resolve combat during the turn. 

When the Pre-Set Units phase is finished, the first turn 
begins. The computer asks two quéstions: 


WouLp You Like To Save THIS GAME? 

Yes: an initialized disk must be avajlable to save the game 
on. If not, see the Do You Need To Initialize A Disk prompt 
in Section 2: Loading The Game for more information. 

If creating a scenario, it is at this point that it can be saved. 

No: the computer will go on to the next question. 

| 


Wottp You Like To END THis GaMeE? 

Yes the victory screen will be displayed, and the game 
is Over. 

No: the computer will enter the Headquarters screcn. 


| 

The Headquarters screen is displayed. with two of the 
four options that were discussed back in Section 4: SEARCH 
and SITUATION Map. New Orpbers is a new word for the 
Move Units option, except that this time around movement 
orders are issued instead of adjusting the sct-up. EXECUTE 
OrpeERS ends the turn, and is the only way to move onto 
the next phase. 


New ORDERS 
To keep from repeating whole sections of rules, we shall 
refer to other parts of the rules booklet for some options. 


REVIEW 

See Section 6: Line Of Sight for more information. When 
ordering units about the Tactical Map, this option will also 
allow examination of the rest of the map. 

Move: this is not the same as the MOvE option seen below; 
this prompt reviews the movement orders given to a unit 
this turn. The period cluck will be resct to zero, and the 
unit is moved into its position at the start of the turn. Press- 
ing the fire button will move the unit according to its orders. 
Toggling the joystick fulfills the same function, but counts 
off the periods one at atime. This option will show at what 
point in the turn a unit will enter a position, allowing for 
more effective coordination of an attack 

Done: returns to the New ORDERS menu 


CHANGE UNIT 
Allows selection of another unit. 


MOVE 

This option has all the commands necessary to issue 
movement orders. There are two modes in which a unit can 
move: 

STANDARD: a unit will carry out its movement orders until 
one of the following conditions occur: 

a) the unit has completed its movement order. 

b} the unit enters a position with an enemy unit. 

c} a vehicle is stopped by a roadblock or traffic jam. 

d) the unit is given combat orders during that turn. 

SCOUTING: a unit will carry out its movement orders until 
one of the Standard conditions occur, or the unit sights an 
enemy unit. It will continue moving that turn only if it can- 
not see an enemy unit. Vehicles transporting men will 
automatically unload them. 

A maior risk of scouting is that if a unit in the open spots 
an enemy unit, it will halt, leaving itself exposed to enemy 
fire. When a vehicle is scouting, its crew is exposed to small 
arms fire. One way of effectively using scouting is when 
a unit is moving through protective terrain (woods, build- 
ings, walls or hedges). If the unit reaches the edge of the 
terrain and spots an enemy unit, it will stop within the 
shelter of the terrain and not move into the open. Also, if 
a unit in Scouting and Extended Movement mode spots an 
enemy unit, it will cancel the Extended Movement and be 
available for combat; a unit in Standard and Extended Move- 
ment mode will not. 

Once stopped. a unit will continue moving that same turn 
if the enemy unit is destroyed or moves out of sight. 

On period 24, all units will execute its last movement 
order if it was one period away from completing it. This 
will happen more often to a vehicle moving along a road. 

A unit can enter a position with an enemy unit. A unit 
can exit a position containing an enemy unit if it begins the 
turn in that position. 

Once the unit's mode is decided, there are five options 
to consider: CLFak, Move, Walt, DerLoy and Done. 

Cxear: this option will erase all movement orders given 
to the unit. However, if a unit was assigned Extended Move- 
ment that turn, the order cannot be cleared (although it may 
be removed next turn} A unit ordered to Load or Unload 
cannot clear the order In general, an order cannot be 
cleared for that unit if its Penton clock has turned black. 
See the Extended Movement section below for details. 

Walt: this expends periods without the unit moving Each 
time the joystick is toggled, one period will pass. 

Dertoy itis here that a number of rare movement orders 
can be given transfer supplies, loading. or unloading vehi: 


cles, moving between floors or digging in. Pressing the fire 
button when the Dong prompt appears will end the DrrLoy 
option. 

Dic-IN: the unit has been ordered to prepare a defen- 
sive position. Once the order is given, & unit will continue 
to dig in until 72 periods has passed. If a unit is given a fire 
order, it will stop digging in until the next combat phase. 
Therefore, in a game with three combat phases per turn, 
if a unit that is ordered to dig in spends one combat phase 
firing its weapons, it has spent 16 periods digging in. 

A dug-in unit can also be considered “quiet” if the enemy 
had not sighted or fired upon it while it was digging in. A 
unit can only be eligible for “quiet” as a result of success- 
fully digging in. While a dug-in unit is considered well- 
protected against enemy fire, a dug-in and quiet unit is 
nearly invisible and also receives a bonus in the chance of 
hitting the enemy; its machine guns are in place and the 
men have established their fields of fire. 

LOADING: loading and unloading units is an option per- 
formed by the vehicle, not the unit. A truck or halftrack 
can carry 15 men or one gun. There must be enough room 
to load a unit. If a truck picked up a squad of six men, there 
is room for nine men. If a 10-man squad tries to board, one 
soldier cannot be left behind. It costs one period per man 
to load or unload. A field gun takes a complete turn to hitch 
or unhitch. If the NoT ENOUGH PgRIODS REMAINING prompt 
appears, the unit can Carry out its order into the next turn 
by pressing the fire button (this is the Extended Move Op- 
tion, see the section below for more information). 

If there is more than one unit eligible for loading. the com- 
puter will offer a choice. | 

Exception: a unit ordered to go on an Extended Move this 
turn cannot enter the DepLoy option, nor can it be given 
combat orders (the prompt Unit Is ComMITTED will appear 
during the Execution phase). 

To unload a unit, the carrying vehicle jenters the DEPLOY 
option and selects the UNLOAD option from that. If there 
is more than one unit in the vehicle, toggle through the 
choices. 

If the LOAD option does not appear, it may be because 
the loading unit has not arrived yet. For example, if an in- 
fantry unit enters the position with the|truck in it during 
its 10th period, the truck cannot pick up the infantry unit 
until its 10th period (this is a good time to use the WAIT 
option). | 

Done: this ends giving movement a to the unit, 
returning to the NEW ORDERS menu. 

Move: enter movement orders for the chosen unit. As the 
unit is moved, the number of periods it takes to enter that 


position is counted off the PaaioD clock. Movement orders 
are entered according to Section 2: Keyboard and Joystick 
Explanation. 

If 1st FLOOR appears when the MOVs option is chosen, 
it means that the unit is on the second story. and the com. 
puter is asking if that unit is to move down to the first floor. 


Pressing the fire button will allow the unit to continue its - 


move. Note that a second-story unit cannot enter an adja- 
cent second-story position. It must go down to the first floor. 


Movement Cost 

Entering a position takes 4 certain amount of time, based 
upon the unit type, how heavy it is (its burden), how it is 
moving, and the difficulty of the terrain. 


TERRAIN EFFECTS CHART 

Along the top are the speed categories a unit will fall into. 
By cross-referencing 4 unit's speed category with the terrain 
type it is entering, the result is the number of periods it will 
take to enter that position. 

The cost of entering a position can be changed in many 
ways. Overlapping terrain will increase the cost. A move 
up or down elevation will add one period to the cost of mov- 
ing into the position. A unit moving northeast, southeast, 
southwest and northwest adds about 40% to the movement 
cost. A unit in the scouting mode adds a variable number 
of periods to the cost. It costs a unit 2 periods to go up or 
down one floor. 

Grass has no effect on movement or combat. Players may 
want to increase the “confusion” of the terrain by placing 
grasses in clear areas next to woods. While each position 
can be identified using the L.O.S. option. the grass can make 
it more difficult to discern between woods and clear at first 
glance. 


Speed Categories 


Infantry: rifle, engineer, paratroop and half-squad units 

Mountain/Leader: mountain and leader units are con- 
sidered extra light infantry. When their burden value is 
between 20 and 39, they are considered light infantry. When 
its Burden value is between 40 and 100, they are heavy 
infantry. 

Fast Vehicles: T34/76c 

Medium Vehicles: KV/85, SU/76, Sherman, M10, M4, 
Jagdpanzer V, Hummel, Panther, Panzerkampfwagen IV, 
all trucks and halftracks 

Slow Vehicles: SU/152, M12 

Gun units require a vehicle for transport. 


TERRAIN EFFECTS CHART 


Med. Mt., 
Lt. Mt., Lt. Inf. & 
Lt. Ldr. Med. Ldr. 


Hy 


Open 4 ce 10 10 
Depression 4 6 14 14 
Hillside 4 6 / 14 14 
Hilltop 4 4 10 10 
Road 3 3 6 - 
Water 8 10 12 12 
Building 6 6 | 40 ra) 
Woods 6 8 ; 10 6 
Rough 6 8 < \p 
Stone Wall 4 6 Ne 20 
Hedge 4 6 10 


P: Prohibited. Vehicle cannot enter this terrain 
Changing Elevation: +1 period to the above cost (Mountain 
units exempt) 

Changing Floors: 2 periods 


Changing Facing (Vehicles): 2 periods» 


s SO 3 3 4 
1 3 3 4 

1€ a 4 4 6 
t 10 3 3 4 
4 6 1 1 2 
2 14 12 12 12 
8 10 P P P 
10 10 ~ 8 8 
10 10 2 2 4 
10 10 P P P 
4 4 6 


10 10 


Unit Key: 

1: Light Mountain; 2: Medium Mountain, Light Infantry and 
Medium Leader; 3: Heavy Mountain; 4: Heavy Leader; 5: 
Medium Infantry, F 

6: Heavy Infantry: 7: Fast Vehicles; 8: Medium Vehicles; 
g: Slow Vehicles 


| 
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Traffic Jams 

‘Only a certain number of vehicles may be in one posi- 
tion during any one period. This numberjdepends upon the 
scale chosen. There will be no prompt that a jam has 
occurred; vehicles will simply stop moving. (Crack units 
do not count towards traffic jams; they just laugh and wave 
as they drive by.) 


Scale Max. # Of Units/Position 
12 1 
24 2 
48 : Ls ae 
tz 8 


Fording 

If a vehicle enters a water position during Summer and 
Fall, it may become temporarily or permanently stuck. 
Crack drivers have the best chance of crossing water. If it's 
a transport vehicle, the passengers will be unloaded; if a 
gun crew with a field gun, the gun is lost and the unit 
becomes a light infantry squad. 


Error Messages- 

There are three possible messages: 

Unit UnaBLE To ENTER: either the unit is trying to move 
off the mapboard, or it's trying to enter a prohibited posi- 
tion (such as a tank moving into a building position). 

ONLY 45 DEGREES AT TIME: while a vehicle may turn in 
place if it has enough periods, it can make only one 45 
degree turn at a time. 

Not ENOUGH Periops REMAINING: means that the unit can- 
not enter the position this turn. The Extended Movement 
option may be used by pressing the fire button when the 
error message is on the screen. (In some circumstances, a 


ta 


Before you can attack an enemy unit effectively, you must see it. The | 
computer determines this by checking the elevation level of all units, 
then deciding if the terrain blocks the line of sight (L.O S.J. Unlike 
many games, sighting is not reciprocal: 1 may happen that unit A can 
see unit B. but unit B cannot see unit A The implication of this is 
obvious: A can attack B more effectively than can B attack A. 

The ability of the computer to handle hidden movement is one of the 
strengths of Under Fire. Playing a boardgame 1s nothing compared 
with the uncertainty of taking a squad into a seemingly empty village 
... or the sick feeling when an enemy unit pops up suddenly during 
combat. This section describes the L.O.S. pption, which appears when 
you decide to Review a unit, and how it will and will not work. 

| 


The L.O.S. option is chosen to determine if one unit can 
see into a chosen position on the map. When the option is 
chosen, the unit fulfills any mavement orders given that 
turn, and a cross appears over the unit. Move the cross to 
a position and press the fire button. The computer will dis- 
play a BLocx or CLEAR message over the L.O.S. option, 
and below that, the range to that/position in meters. Toggle 
the joystick to use the option again: press the fire button to 
leave it. 

The L.O.S. option is especially useful to determine what 
the unit can see from its new position. This can only be done 
if the unit is ordered to move to that position first. 

The line of sight is checked from the unit to the position 
immediately in front of the target. A blocked line of sight 
does not always mean you cannpt see units in that terrain, 


unit may not be eligible for iLxtended Movement. In those 
cases, the error message will not stay on the screen long 
enough to enter the order.) 


Extended Movement 

In certain circumstances, a unit may “carry Over” its order 
into the next turn. A unit enters Extended Movement when 
the fire button is pressed while the NOT ENOUGH PEeriops 
REMAINING error message is on the screen. The PeRiop clock 
will turn black, meaning that the movement order cannot 
be erased until the next turn, even if the clear moves option 
was chosen at the beginning of the game. 

When the next turn begins, and that unit is chosen, it will 
move a couple of positions forward; a remnant of the pre- 
vious turn's move order. The order can be cleared at this 
time. 

If a unit is in the Scouting movement mode, it will not 
carry out an Extended Movement order if it sights an enemy 
unit. See the Scouting rules above for more explanation on 
that point. 


The Effect Of Combat Orders On Movement 

A unit can move and fire during the same turn, but its 
combat effectiveness is reduced. The amount depends upon 
the unit type. Vehicles which move and fire suffer a penalty 
to their chance of hitting, but not to the effect the shell will 
have if it hits. Infantry units are penalized in the opposite 
way: their chance of hitting remains the same, but they will 
not do as much damage. 

Combat tends to discourage moving and firing by the 
same unit. The effect of this is especially apparent with the 
machine gun, which is best used when the unit firing it does 
not move and is dug-in. If the unit is not dug-in, its effec- 
tiveness is reduced, and if the unit is moving and firing, 
its firepower is cut in half. 


6. LINE OF SIGHT 


because the man may be in a position to see the enemy, 
but not be able to fire on them. 

For example, vehicles are considered to extend one point 
above its base elevation level. A tank is behind a wall, and 
you are commanding an infantry unit making a L.O.S. check 
over that wall. If your base elevation is the same as the wall, 
you would get a BLOCK response, meaning that you cannot 
see the terrain (it's blocked by the wall} but you can see the 
tank. This also works in reverse; that you can see the terrain, 
but you cannot see the unit in it. This can happen due to 
range considerations and the current state of the unit in that 
terrain. If; for example, an infantry unit is in either a woods, 
wall, hedge, river, or building position, and not firing its 
weapons, an enemy unit would have to be within 303 
meters to see it. If the same unit was “dug-in,” the range 


' 
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would be reduced to 101 meters For vehicles. the ranges 
would be 405 meters and 304 meters, respectively. 

Restrictions’ units that are broken or berserk cannot 
report enemy sightings. Therefore, if only one squad can 
sce a line of enemy units approaching, and that squad 
breaks, the enemy could vanish from your screen. 

Digging In: units become quiet by digging in (using the 
DEPLOY option) and not firing their weapons or moving for 
three turns. If a unit is spotted at that time, it must move 
out of sight of the enemy and start over. 


Determining Line Of Sight 

(This is a general discussion of the rules, and not hard- 
and-fast cases. As in real combat, line of sight is judged by 
the eye, and players are given every opportunity to learn 
the lay of the land by trial and error.) ° 

There are 10 elevation levels, and each position has a Base 
Elevation Level. A depression position is Level 0, open 
terrain is level 1, a hillside position is level 2, and a hilltop 
position is level 4. A unit is considered to be at the Base 
Elevation Level of the position it is in. This BEL is modified 
. by additional terrain, and what mode the unit is travelling 
in. A position cannot be higher than 10, or lower than 0. 

Hillside and -hilltop positions are considered to be 
plateaus, not slopes. A unit adjacent to a position with a 
lower BEL will be able to see as if on a slope. If a unit is 
sighting through a position with the same BEL as the pesi- 
tion it is in, blind spots can be formed. 

The following features add or subtract from the BEL: trees 
{+3}, two-story buildings (+ 3}, one-story buildings (+2), 
walls and hedges (+1), and rivers in spring, summer and 
fall (- 1). A unit sighting from the second floor of a build- 
ing receives a +2 modifier; from the first floor a + 1 modi- 


fier. Example: if a unit is on the 2nd floor of a building on — 


‘a hilltop, then the unit is considered to be at elevation 6. 


Blind Spots ; 

The L.O.S. cannot only prevent units from seeing into a 
position, it can also prevent observation of the area behind 
it. This creates a blind spot, and the length of it depends 
upon many factors. and the vast combinations of elevations 
that can be obtained from an Under Fire mapboard. Since 
there is not one easy way of determining what position can 
be blocked on what condition, players are directed to use 
the L.O.S. option to determine where the blind spots 
are located. 


Example: an infantry unit is on the second floor of a build- 
ing on a hilltop (BEL 6), trying to see over a strand of trees 
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When the EXECUTE ORDERS option is selected, tha follow- 
ing procedure is followed: 
1. The prompt ExECUTE ORDERS appears in the center of 
the screen Press the fire button and the phase will continue. 
2. The prompt Comsat ORDERS appears. When the fire 
button 1s pressed, the prompt ComBaT Orvers TEAM 1 will 
appcar Press the fire button. The Combat Phase has been 


entered and if the Player Combat or Leader Combat option | 


was selected. the fire of your units is directed. When 
finished. scroll to the Done prompt from the Secect UNIT 
option and press the fire button, In the two-player game, 
Team 2 will enter its combat phase. 

3. 1f any fire orders have been (sued. the results will be 


the benefit of the dou 


15 
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(BEL 1) eight positions awny. The trees have a blocking cle- 
vation of 4. Therefore, the unit can see into the trees, but 
not beyond it. This is a blind spot, and it extends for seven 
positions beyond it, barring the presence of other terrain 4 
and units. mF te 

Special Modifiers: if a unit is in a depression position (BEL me ben: 4 
0}, and the adjacent position through which it is being at 
tacked has a BEL of 1 (open terrain) then it sights as if it 
were at level one, but considered hull down for combat. 
If a tank is jn the scouting mode, it has opened its turret 
hatch, and the leader is sighting from there, giving it a +1 tae 
level modifier. All vehicles when sighted are considered one 
level higher, but this does not mean that a unit sights from 
one level higher. It means that, if a unit is behind a wall 
(+ 1} at elevation 1, it could be sighted by an infantry unit 
at level 1, but it cannot see the infantry unit. 


: 
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ELEVATION CHART . 
BLOCKING UNIT i: 
TERRAIN ELEVATION ELEVATION i 
Open oe 1 Bai || 
Depression 0 0 naa fe 
Hillside 2 2 Aaah 
Hilltop 4 “ He 
Road @ @ Bed EH 
River i 0 Bi: 
1-Story Building 2 1 the 
2-Story Building 3 4 
Trees : @ i J 
Stone Wall 1 G 
Hedge 1 @ it 
Rough @ @ f 
Footnotes: . met | 
@: same as base terrain ; 
1: elevation is 1 if unit is at the edge of the depression. ( 
2: if winter, elevation is 1. in 
3: elevation 2 if unit is on the second floor. 
Range a 
The range displayed upon the screen represents the: 3 i 
greatest possible distance between two points. Whencon- - P I 


sidering attack ranges, the computer will check instead for 
the smallest possible distance by subtracting 50% of the : 
game scale from the range. Example: at a game scale of 48 
meters, the distance between units three positions apart can 
range from 120 meters to 144 meters. This explains why 
a unit can throw grenades 68.meters; the computer Is giving 

eon attacker. 


ot 
displayed upon the screen: the prompt COMBAT RESOLUTION. 
_will appear and the fire button must be pressed. 
4. Until the next combat phase, the computer will count 
off the periods and move each unit. At the end of eack 
period, the computer checks the L.O.S. of each unit. If no th 
enemy unit has been sighted, the words No Untts SIG ie 
Otherwise, the name of the unit being sighted will eppe 
It is possible for a unit to be sighted, yet not know w' 
spotted it. | . <aN 
5. After period 24, the turn ends and the computer 
automatically enter the en Organization Phase. 
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Sometimes, after the fire button has been pressed, it will 
appear that the computer is nat responding. This will be- 
come more apparent if a scenario has more than 20 units 
involved. ‘If the fire button is pressed, and the computer 
responds with three clicks or no clicks, it has received the 
order and is at work processing the information. Sometimes 


\ 
\ 
| 
| 
| 


Combat is a complex operation in Under Fire, so much so that 
attempting to explain it all would more than double the length of the 
rules booklet, without giving the players a. better idea of how to fight. 
So, this section will give all the factors that will affect combat, but 
specific figures will remain within the mind of the computer. 


All orders are executed simultaneously. Just like movement 
orders, combat orders must all be entered first, then 
resolved at the same time. While the combat phase is 
actually two separate phases (called the Combat Orders 
phase and the Combat Resolution phase}, we treat them as 
one in the rules booklet to reduce confusion. : 

Combat orders may be given to every unit, depending 
upon its movement orders and what enemies it can see. 
There are three different types of combat: 

Direct Fire is an attack on an enemy unit that has been 
spotted by the friendly unit. 

Indirect Fire is an attack on an enemy unit the firing unit 
cannot see. A friendly unit can sight the enemy unit (which 
it then relays the location of the enemy unit by radio or other 
signals), but it is not required. Only units with tubed 
weapons and H_E. capability may fire indirect. 

Area Attack is an attack on a piece of terrain. It is used 
on enemy positions, or to destroy a bridge, building, wall, 
or to block a road. 

There are also two different postures a unit may be in: 
assault and defensive. 

The assault posture means that the attacking unit is com- 
ing to a stop, deploying briefly, and attacking. An infantry 
unit in the assault posture will suspend moving until the 
next combat phase. A vehicle, however, will continue mov- 
ing halfway into its next series of movement periods. 

For example: there are four combat phases per turn, 
meaning that the turn is divided into four blocks of six 
movement periods each. Therefore, if an infantry unit enters 
the assault posture, it will not move during the block of six 
periods, while a vehicle will begin moving three periods 
into the block. 

The defensive posture means that the unit is not attack- 
ing; it is taking the maximum amount of advantage from 
the terrain and (if a vehicle} from its armor. Infantrymen 
will hug the ground. Tanks will close all their vents and 
hatches and take evasive action within its position. While 
a valuable tactic, if the unit is not fired upon this combat 
period, it remains in its defensive posture until the next com- 
bat period. It is, in effect, pinning itself down. 

Tactical note: if an infantry unit is dug-in a stone build- 
ing. and chooses the defensive posture, a squad outside can 
fire all its ammunition and may still not affect the unit! 


Entering Combat Orders 

When a unit is chosen, you have the option to put it in 
an ASSAULT or DgrgnsivE posture, If the ASSAULT option is 
chosen, a cross will appear. Place the cross over the target 
position and press the fire button. Depending upon what 
pre-conditions have been met. you will be able to select 
Dirsct, INDIRSCT or ARBA fire. After making that selection, 
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during this phase, a moving dash appears next to the Period 
Clock, indicating that the computer is leading its team. We 
can only recommend patience. They last only seconds, and 
remember that, if Under Fire was a boardgame, the turn 
would last much longer! 


hen, 8. 


choose what weapons will fire into that position by press- 
ing the fire button. A slash will appear next to the chosen 
weapon. Press the space bar to pass over weapons you do 
not wish to fire. The Done prompt will end the selection 
and permit another attack. Rifle fire can be split among two 
targets; all other weapons can only be fired once. On tanks 
with A.P. and H.E. ammunition, only one of those types 
may be fired. The SMOKE option appears for some units 
when HE. is selected; toggle the joystick when the black 
box appears around H.E.. 

To end giving combat orders toa unit, press the fire button 
when the Units Attacks COMPLETE prompt appears. 
Toggling will allow more orders to be given to the unit. 
- Selecting the DEFENSIVE option automatically ends the 
giving of orders to that unit. 


COMBAT 


Unit Density 

If there are so many men and vehicles in a position that 
they cannot be considered individual targets, then they are 
easier to hit. The smaller the game scale, the more likely 
there will be a density modifier added to the combat calcu- 
lation. In fact, at scale 12, Russian infantry squads auto- 
matically suffer a unit density penalty (unlike their smaller 
U.S. and German counterparts}. 

Calculating Unit Density: a quick-and-dirty way to check 
for a high-density position is to assign each man in a unit 
1 “density point,” and each vehicle 10 “density points.” (We 
put quotes around density point because the word does not 
appear anywhere in the game or the rest of the rules 
booklet.} 

If there are more than the maximum number of density 
points in a position, the unit density penalty is applied to 
the unit's chances of getting hit. The unit density penalty 
adds 0.5% per excess “density point” to the chance of hitting 
the unit. 


Scale Max. # Of Density Points 


12 12 
24 18 
48 36 
72 44 


Effect Of Range On Combat 

All open-sight weapons |those fired without a scope like 
rifles and machine guns} will lose effectiveness from 300 
meters out, due to the difficulty of sighting a target with 
the naked eye at that distance. 

Extended Range: when this notation appears, it means 
that the unit will -be attacking with far less firepower. 
Deductions for Extended Range firing is in addition to 
deductions for range effectiveness. above. 


Tactical note: the effectiveness of even the most power: 


~ ful weapons can be reduced when several negative 


modifiers are combined. An infantry squad firing a heavy 
machine gun 700 meters suffers two negative modifiers: one 
for firing at an Extended Range. and one for firing an open 
sight weapon more than 300 meters. And if the squad is 
moving and firing, it suffers a large penalty in addition to 
the above! 


Multiple Weapon Firing 

Rifle squads may be ordered to fire at two different posi- 
tions in the same combat phase. Except for rifles, only one 
weapon type may fire on a position. Example: an infantry 


squad may use its rifles to attack an infantry squad, and - 


its bazooka to attack a tank. 

All attacks by a unit must be ordered at one time. Once 
combat orders have been given to a unit, it cannot be 
cleared. 


Demolition 

Certain pieces of terrain can be destroyed. There are four 
possible targets: roads, bridges, buildings and stone walls. 

Roadblocks: if a satchel charge is used on a road running 
through a woods, there is a 20% chance a roadblock can 
be formed, and a 90% chance of the road being cratered. 
A roadblock will trap traffic, but cratering it will slow down 
vehicles. A vehicle halted by a roadblock cannot move. A 
unit halted by a blown bridge can turn around. Only by 
driving a vehicle along that road will tell how successful 
the attack was. 

A H.E. attack can turn a road into rough. but cannot form 
a roadblock. The chance of success is the same. 

Blowing Bridges: if an area attack with a satchel charge 
is ordered on a road position crossing a water position, there 
is a 20% chance of the bridge being destroyed. Only by driv- 
ing a vehicle along that road will tell how successful the 
attack was. 

Blowing Buildings: if an H.E. attack is made on a build- 
ing position, there is a 5% chance of destroying it. The 
position is turned into a rough position. 

Blowing Stone Walls: a hole may be blown ina stone wall 
position if a satchel charge, A.P. or H.E-charge is lobbed 
at it (using an area, indirect or artillery attack). 

The three maps that come with the game all have terrain 
that can be demolished. See the Mapmaker rules booklet 
for instructions on creating this type of terrain. 


Morale | 

\Units may break or go beserk as a result of enemy fire. 
A.unit need not be fired upon to suffer a morale check. Each 
time there is combat somewhere on the map, all units have 
a chance of breaking. 

Breaking: units break when they become disorganized and 
demoralized in combat. The more inexperienced a unit, the 
greater their chance of breaking. When a unit breaks in the 
open, it will disregard previous movement orders and head 
for cover, A unit will continue broken until it is rallied; an 


position as the squad also increases their chance of rallying. 

Berserk: units can go berserk as a result of combat. A 
berserking unit will charge the nearest enemy unit it can 
see If an enemy unit is not nearby, the player loses control 
of the unit for a period of time. Berserk units eventually 
break. 


Calculating Combat Odds 

Under Fire calculates combat by applying modifiers to the 
attacking unit's percentage chance of hitting. The modifiers 
are: 

1} is the defending unit firing back on the attacking unit? 
Units firing on each other will nullify part of each other's 
attack. 

2) if the target unit is within sight of the attacker. Direct 
fire is much more accurate than indirect fire. 

3) the number of casualties suffered by the attacking unit. 
A unit which has suffered losses has its firepower reduced, 
and {if it is a green or seasoned unit) will maintain their 
fire for shorter periods of time. 

4) if the target unit has moved, or if it has orders to move 
this turn. A moving unit is penalized when fired upon. 

5} the defensive position of the target unit: whether it 1s 


“dug-in, or has been ordered to dig in. A dug-in unit can never 


be surprised. ; 

6] if the target unit has fired its weapons this turn. This 
is different than #1. If the target unit has fired its weapons, 
it indicates that it is in a ready position. It has taken cover 
and thus derives some benefit from the terrain. 


Terrain And Other Defensive Benefits 

How much terrain and other factors help a unit defen- 
sively will not be revealed. However, the types of terrain 
have been ranked from the most advantageous to the least. 


- Example: a unit in a building is more protected from enemy 


automati¢ function handled by the computer. If a vehicle's | 


crew breaks, it may bail out of the vehicle, effectively 


destroying it. 


Rally: how quickly and under what condition units rally 
depends upon their morale and perception of the tactical 
situation. Crack units normally rally very quickly, while 
green units are the hardest to rally. 

Effect an rallying: each unit considers the tactical situa- 
tion when deciding if it should rally. The presence of enemy 
units when there are no friendly units in sight would 
indicate that the squad is cut off, and it may not rally. This 
modifier can increase if there are enemy tanks in sight. Like- 
wise, if there are friendly squads and tanks in sight, but 
the encmy cannot be seen, the nit has a better chance of 
rallying The presence of q leaden in the same or adjacent 


fire than a unit behind a stone wall. The terrain that hurts 
the target unit has also been ranked: a unit in a water posi- 
tion suffers more than a unit in the open. The terrain has 
also been grouped by how much of an effect they make on 
combat. | 
! 
Good Terrain 
Building 
Stone Wall |: 
Rough 
Depression* 
Woods | 


Adequate Terrain 
Hedge 


Ineffectual Terrain 
Hilltop 
Hillside 
Grass 


Negative Terrain 
Open 
Road 
Water 


* the defensive modifier is given if a unit in a depression 
is fired upon from a unit in a ppsition that is one elevation 
level higher or less; there is no effect if the unit is fired upon 
from a unit in a position that is|two elevation levels higher 
or more. 


In addition, a unit in a Defensive posture receives & defen- 
sive modifier, as does a unit with a Leader unit in the same 
or adjacent position. 


Tank/Self-Propelled Gun Modifiers 

A tank or self-propelled gun receives a number of 
penalties and bonuses based upon what it does and how 
many crew members it has. 

Penalties: for each crew member lost. for tank/sclf- 
propelled gun with 4 or less crew members, if a self- 
propelled gun must turn in place to fire, and/or if a unit 
makes two separate attacks (that is, if it fires its main gun 
at one unit, and its machine gun at another). 

Bonus: for each turn the unit fires at the same position 
without moving, and/or for crews with more than 4 
members. 


Vehicle Damage 


A DESTROYED result means that the vehicle cannot be 


Supply depletion is an option selected on nd screen which wuiil 
keep track of each unit's supply of ammunition. We strongly encourage 
using this rule. Without it, units will be able to constantly lay down 
smoke barrages, and attack in each combat phase| 


Supply is counted in two ways. For al weapons except 
grenades, one supply point equals one attack. For hand 
grenades, four points equals one stock (that is why only 
four supply points worth of grenades ¢an be purchased at 
a time}. One attack does not mean one bullet or shell, but 
the amount of ammunition expended Shing the fire phase. 
The amount of supply a unit begins with is bas2d upon 
historical precedent and the unit's combat experience. The 
more experienced a unit, the more efficiently it can use its 
ammo. 

Each weapon has a number of supply points assigned to 
it (see the Ammunition Chart, below). A unit can receive 
more than that amount during the game if supply trucks 
and halftracks are used. 

Supply trucks and halftracks are bought at the beginning 
of the game. and must be loaded with ammunition at that 
time. H.E. and A.P. shot loaded in a tru¢k can be used with 
any vehicle. Smoke attacks are deducted from the unit's H_E. 


supply. 


AMMUNITION CHART 


Green Seasoned Crack 


ees 
Rifle 

Submachine Gun 
Light Machine Gun 
Medium Machine Gun 
Heavy Machine Gun 
Bazooka 

Panzerfaust 
Flamethrower 

Light Mortar 

Medium Mortar 
Satchel Charge 
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operated anymore, and that the crew (if Chey survived the 
attack) wall bail-out 

Hit Sipe: if the vehicle is not destroyed, it may have 
suffered track damage that will immobilize the unit for the 
rest of the game. The crew may bail-out, but if it doesn't, 
it will stay in the tank and follow orders. 

Hit Rear: if the vehicle is not destroyed, it may suffer 
damage to the fuel system that is similar in effect to the 
track damaye, except that the tank may not become immobi- 
lized untit several turns later. 

HIT FRonT: the vehicle could lose its machine gun or lose 
a crew member. If acrew member dies, the rest of the crew 
may bail-out automatically. The chance of that happening 
may increase if the vehicle is in the Scouting mode. 


¥/ 9. SUPPLY 


When selecting which weapon(s} a unit will fire with, to 
the right of its name is the number of attacks that weapon 
has left before it runs out of ammunition. For example, the 
notation on a typical infantry unit might read 8-RIFLES 12. 
This means that the squad is armed with rifles. each of 
which can be fired during twelve combat periods. 

Units can be resupplied if supply trucks and halftracks 
were purchased at the beginning of the game. To resupply 
a unit, it must move into the same position as the supply 
vehicle and select SuppLY from the DEpLoy option. The 
SupPLy option will not appear if the unit has not fired its 
weapons, and does not need to be resupplied. 

A unit that needs only rifle or submachine gun 
ammunition will be supplied automatically during the Unit 
Organization phase. Each supply vehicle is considered to 
have that type of ammunition on hand. The transfer of other 
ammunition takes place during the Unit Organization phase. 
If the unit being supplied has any number other than zero 
in the SuppLy PeRioDs section. the GET SuprLy option will 
be available. A list of available weapons will appear. Toggle 
and choose among them. 

If the message UNABLE TO TRANSFER SUPPLY appears, the 
unit may not have enough supply periods left, the vehicle 
may not have the right type of ammunition, or the unit may. 
not need to have that weapon resupplied. 
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During this phase, units can be resupplied or shed weight that will 
make them move faster. Crews can bail-out of a damaged vehicle, and 
units may be integrated into single squads. It is the last phase in an 
Under Fire turn. 


When the prompt ENTER ORGANIZATION PHASE appears, 
ENTER or SKIP it by toggling the joystick, Broken and berserk 
units will not appear during this phase. If all of one team’s 
units are that way, the Done prompt will appear automat- 
ically. We: 

The number of options that will appear with each unit 
will depend upon what pre-conditions have been met. 

SHED WEIGHT: this option will always appear. When 
chosen, a unit can either DRop WEAPON or Drop SupPLy. 
If DROP WEAPON is chosen, a list of eligible weapons will 
appear. In all cases, toggle the joystick to list the choices, 
press the fire button to select. DROP SuppLy has thé $ame 
effect as DROP WEAPON except on a weapon's ammunition 
supply. A unit may want to do this when it is one burden 
point away from moving faster. Fox example: an infantry 
unit with 40 burden points (moving at the speed of heavy 
infantry) may drop its grenades in order to move at the 
speed of medium infantry. ei 


Few things are more satisfying than a bul! session after the game is 
over. Everything is revealed: the tactics and the thinking that went 
into your favorite plans. In that light, we suggest saving the game 
before the first turn, even if it is one of our scenarios youre playing. 
Then. at the end of the game, the saved game can be loaded, and all 
of the units and their starting positions will be revealed. 


The Victory screen is the last phase in Under Fire, and 
appears when you decide to quit the game or when all units 
on one side have been destroyed. The total number of men 
participating in the scenario are revealed along with their 
General Orders, casualties, and the number of men com- 
pleting their orders. All American and German tank crews 
count as five men, Russian tanks as four men. 

There is no declaration of victory in Under Fire. Deter- 


mining who won and who lost is a subjective task saved 


for the greater glory of the argument before and after the 
game. 

For example: if Team 1 had Attack Objective Area, and 
Team 2 Defend Objective Area, you may agree that the 
Team occupying the area won. But what if both sides are 
in the Area? The team with the most men there may be 
declared the winner, but did they win if they outnumbered 
the other team at the start? ; 


UNIT ORGANIZATION 


BaiL-OurT: choosing this option will force the crew to 
evacuate the vehicle. 

SupPLy: can only appear if a unit is eligible for resupply. 
See Section 9: Supply for more information. 

INTEGRATION: units can combine under certain conditions. 
One unit receives the men and weapons of another unit. 
No more than 15 men may be in an integrated squad. Tubed 
units such as mortars cannot be transferred from one squad — 
to another, but an infantry squad can be integrated into a 
mortar unit. In other words, the squad with the tubed 
weapon must be on the receiving end of the integration. 


Determining who won a break-out scenario is the most 
subjective of all. Let's say that one player was commanded 
to break out. He gets 20% of his men off, with the rest dead 
or still on the board. Did he win? What was the odds of — 
getting all of them out? If he was up against strong opposi- 
tion, he could have done a masterful job of getting them out. 

The game allows both players to look at the various maps 
and decide for themselves. The maps show the location of 
all units, how much supply they had left (it could be bad 
if that Panther sitting on the hillside that pinned you down 
with its presence had no ammo left}, and how much damage 
each unit suffered. If the scenario was saved before turn 
one, that can be loaded by following the loading instruc- 
tions. The argument after the game can be just as informa- 
tive and entertaining as playing the game. = 
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The Mapmaker is a separate program that allows you tg 
scenarios. It is not required to read this rulebook to pla) ire/but it will add to your 
enjoyment. This rulebook contains all the informatiop 
plus appendices on the weapons, vehicles, specia 

We hope you enjoy playing Under Fire. The Jal 
future disks containing more scenarios and prhit 
that you are notified of their availablility 
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As part of the versatile design of Under Fire, the Map- 
maker Disk allows you to build a battlefield from a palette 


of 50 pieces of terrain. The finished product can be saved® 


on an initialized disk created by the Mapmaker Disk. 

Mapboards that come with the game are copy-protected 
and cannot be altered. 

The Mapmaker can be used by both joystick and key- 
board. Throughout these instructions, we will assume that 
you are using a joystick. The keyboard instructions can be 
found at the end of this section. 

As part of our tutorial system, instructions in italics are 
examples of map building. Each instruction builds upon the 
previous italic paragraph. 

To Load The Program 

1. If using a joystick, plug it in before turning on the com- 
puter (required on the I1+}. Upon booting. the program 
checks for the presence of a joystick. If there is none, it will 
ignore all joystick commands if you plug in one later. 

Only sel{-centering joysticks will work with Under Fire. 

2. Insert the Mapmaker disk in the disk drive. If your key- 
board has a Caps Lock key, Jock it in place. The computer 
will not accept lower-case letter commands. 

3. Turn on the computer. The title picture will appear on 
the screen. 

So, put the Mapmaker disk into the disk drive and turn on 
the computer. 


Preliminary Questions 

Three questions will appear on the screen: 

1. Do You Neeb To Inrtiatize A Disk? A blank disk must 
be initialized before it can save a map. If you do not have 
a disk already initialized, type Y and follow the instructions 
as they appear. Up to five map boards may be saved on one 
disk. : 

Special note: both the Game Master and Mapmaker disks 


Cai} initialize disks, but they do it in different ways. A disk n= 


itialized by the Game Master program is used to Save your 
scenarios and games-in-progress. A dish initiahzed by the Map- 
maker program is used to save maps created by this program. 

2. WouLD You Lie To Print A Mar? If you want to print 
a map to the printer, type Y and insert the disk with the 


’ map on it when prompted. The following sub-prompts will 


appeg: 
e*irst, the prompt to exchange disks, then: 

© Wat SLOT IS THE PRINTER IN? Enter the slot number 
of the interface board to the printer. 

° Usr Prister DRIVER. Printer drivers are configure pro- 
grams using parallel printer interface boards. The Map- 
maker is known to support printer dumps to the following 
Epson brand printers: MX80, FX80, FX100 and RX80. 
Below is a list of tested interface boards and their driver 
number. Hf your board is not listed below, only. trial and 


error will determine if it is compatible with any of the 


— drivers available. 


Driver #1: Qudram™ Apiclg: driver #2: Practical 
Peripherals’ A100 2300, A100 2100; driver #3. Microtek™ 
Dangling PVG1, Coex™, Tymact™, Epson™. 

Driver @tcan be used with Quadjet”, o color printer. 


eo ee 


_ of terrain. _ 


(The Avalon Hill Game Company's warranty docs not 
cover the interface between the Under Fire game and the 
printer driver.) 

3. WouLp You Like To Get A Mar FROM Disk? To con- 
tinue work on a map previously stored on disk, type Y and 
follow the instructions) Typing N will display a blank screen 
on which to draw yout map. (Maps included with the game 
cannot be altered.| | 

If you are not sure jwhat maps are on 2 disk, press the 
Return key. The name of each map will appear. Continue 
pressing.the Return, key until the map name prompt 
appears. If no maps have been saved on disk, the message 
No Maps On Disk will appear. 

{ 


Drawing The Map 
There are seven categories of parts: roads, elevations (hills 
and depressions}, rivers, wooden buildings, stone buildings. 
natural terrain (trees, grasses and rough}, and walls and 
hedges. Each categor} contains between 2 and 12 pieces 
| 
Drawing a map = of the following sequence: 
1. Select a terrain category, oF “part.” 
~. 2. Choose a piece of terrain. 
3. Position it on the map. 
4. Choose another piece of terrain (going back to #2), oF 
select a different “terrain category” (going back to #1). 
5. Save the map “ en finished. 


' 

1. Select A Terrain Category, Or “Part” 
- The screen is divided into two areas, separated by a black 
line and the prompt;Go Get New PaRTS?: ROAD PARTS. 
Above the line is a blank strategic map, below the line is 
the terrain window. 

Toggle the joystick to run through the seven parts 
categories. Press the fire button to select one part. 

ling through in choices, press the fire button when the 

phrase STONE/BLD appears. 


2. Choose A Piece O Terrain 
In the terrain window will appear all the choices for that 
category. Above each is a identification letter. In the upper 
left corner of the strategic map is a black arrow. Toggling 
the joystick down will move it down. If you move it to the 
center of the screen, @ cross marking the exact center of 
the map will siecil This cross will be saved to the disk 
unless removed by erasing diagonal road parts over it (sec 
#3 below.for the definition of erasing). It will not affect pla;. 
Pressing the fire bytton will cause SELECT DESIRED PaRT?: 
A to appear. Toggle the joystick to run through, the iden- 
tification Ictters until your choice appears. Press the fire 
button and the terrain part will flicker on the strategic 
screen (If you're using the keyboard, type the part's letter.) 
Select part A (the first choice on the screen). a lurge two-story 


- 


building Move it down and to the right so that the cross appears. 


Twe types of terrain may be constructed that could have 
an efiect on play. 
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 Blowable bridges: to construct a bridge that can be 
destroyed, lay the river part over the road part. That is, lay 
the road first, then the river aver it. . 

Blockable roads: to construct 4 road that can be blocked, 
ley @ woods part over a road part. 

In both cases, if road part isjlaid over a river or woods, 
the effects of special terrain cao be used. There is nothing 
distinguishing special terrain from non-special terrain: a 
blowable bridge looks the same es a non-blowable one. 
3. Position It On The Map 

Move the part about the map with the joystick. Note the 
compass arrow in the lower right corner. This shows the 
direction the terrain part willjmove. Some parts will not 
look well side by side due to the way the computer handles 
colors. For example, moving a stone building too close to 
a diagonal river will cause the colors to “bleed” onto each 
other. | 

Pressing the fire button will set it in place and the screen 
will ask ACCEPT PART? Moving the joystick will cycle 
through the options Reject and Erase. Erasing will cause 
the part and everything it covers on the map to disappear. 
Note that it will only cause parts of the same color to dis- 
appear. Those parts that have|colors not contained in the 
erased part will remain. 

Accept the part by hitting the fire button. The building is now 
on the map. It can be erased by selecting part A again, moving 
it into position over it, and choosing the ERASE option. It can- 
not be moved any other way. | : 


4. Choose Another Piece Of Terrain 

The Mapmaker will prompt Go Get New Parts?: No. 
Selecting No will display the terrain, while YEs will return 
to the parts.category menu. - = 


Note: when selecting the same part several times in a row, 
we suggest reentering your selection from the keyboard 
each time. Pressing the fire button when you see SELECT 
DESIRED PaRT?: will get you the part when using the IIc, 
but sometimes not on the Il+. 

Select YES, and select the ROAD Parts option. Select part 1 
{tke long north/south road} and position it so that it’s next to 
(but not touching) the western part of the two-story bujlding. 
Put it in place, and you now have the beginnings of a city. 


5. Save The Map When Finished. _ 
To exit the program and save the map, select the END SESSION 
option on the parts category menu. 
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Woutp You Likt To Savi THis Mar Boakn:? Pyping N 
will erase the map and display 8 clear strategic map. Typing 
Y will prompt you to insert an initialized disk. The map will 
be printed onto il, and you may type in a name. Be careful! , 
The program will write over a map with the same name. 

The program will ask WouLp You Likr To CONTINUE 
WorKING On? Answering Y will return you to the map in 
progress; N will return you to the beginning of the program. 


Viewing The Situation And Tactical Maps 

When a flashing piece or the arrow cursor appears, the 
scale of the map can be changed. Press the C key to see 
the Situation Map, or the T key to see the Tactical Map. 
Pressing the Escape key or fire button will return the screen 
to the Strategic Map. You cannot place terrain while view- 


_ ing the situation or tactical maps. 


Helpful Hints 

Hold the joystick down to cycle rapidly through the ter-__. 
rain type letter identifications. This will not work with the 
terrain menu. Terrain parts can be placed over the edge of 
the map so that only a little of it shows. It is also possible 
to overlay several different terrain types. We don't recom- 
mend this, since the result could be rather surprising and 
very ugly. 

Certain combinations of terrain can cause the color of one 
piece to change. Experiment with this notion, and you'l be 
able to add more variety to your maps. 

The east/west course of rivers can be altered by saving 
the same piece over itself, but moved slightly to the left or 
right. The result is a river with very few bends in it. 

‘When the Go Get NEw Parts prompt appears, and you 
choose YES, tap the fire button lightly to ensure that the com- 
puter does not apply your response to the next prompt also. 
This is especially easy to do with the Apple Ic keyboard. 


Using The Keyboard 

The keyboard uses the same system as the joystick. Press- 
ing the Space Bar is the same as toggling the joystick. 
(Important exception: when selecting a part from one 
specific terrain type, type the part's identifying letter). Press- 
ing the Escape or Apple keys mimics the fire button. Use 
the arrow keys to change the direction of the compass 
arrow: the left -arrow-keye-moves: the compass counter- 
clockwise, the right arrow key moves it clockwise. 


| . 


Appendix: Men, Vehicles and Equipment 


Infantry Squads 


_ Basic Composition 


A US squad consists of 10 men armed with 8 rifles and 
2 submachine guns. A German squad consists of 10 men 
armed with 8 rifles and 2 submachine guns. A Russian 
squad consists of 12 men armed with 12 rifles. — 

The Rifle squad is the basic unit in Under Fire: Each man 
4s armed with a personal weapon, either a rifle or sub- 
machine gun. If another personal weapon is bought, it will 
replace one of the original personal weapons. A squad may 
also be armed with four support weapons. d 

The Mountain squad differs from the Rifle unit only in 


.the way it moves. They pay no penalty for elevation 


changes, and are considered extra light infantry when their 
burden value is between 1 and 19, light infantry between 
20 and 39, and heavy infantry between 40 and 100. 

Engineer squads are just like Rifle squads, except that they 
can carry and use flamethrowers and satchel charges. 
Russian Engineer squads have 10 rifles and 2 submachine 
guns for personal weapons. 

Paratrooper squads have § men armed with submachine . 
guns. At the start of the game, they are “dropped” and can 
land anywhere except on woods, rivers, buildings and walls. 
When they land (and the turn of landing is chosen by the 
player from Turn 2 to Turn 30), they may drift and be fired 
upon. On the first turn of landing. they are unorganized and 
“nbroken.’ Paratrooper squads can rally quickly, sometimes 
on the same turn as a “break” result. _ 


Crew 
A crew consists of half as many men as 4 squad of the 
same nationality. There are three basic types: Mortar, Gun 
and Half squad. Half squads are simply half of a Rifle squad, 
and armed with rifles. 


Mortar 

There are two types of Mortar crews: light and medium. 
They are armed with rifles and use high explosive shot. 
They can be seen on the cost chart by selecting the Mortar 
option and toggling through the choices. 

Each nation has the same options when selecting a mortar 
unit: 

L/60MM: this is a light mortar squad with a range of 510 


ers. 


M/81MM: this is a medium mortar squad with a range 
of 2300 meters. 


Gun 
Gun units can rotate in place and fire. but cannot move 
junless with the assistance of a transport vehicle. The first 
number of each unit type is the caliber in millimeters, 
follow4d by the length in calibers, which is multiplied by 
the calibre to find the length of the barrel. Gun unils can 
attack any spacc on the map, but, as with all weapons using. 
A.P. shells, they lose effectiveness over long ranges. 

USA: 37/157, 75/L53 

GER: 75/146, 88/L56 

RUS: 45/L45, 76/LA1 


Leaders 
The Leader unit consists of one man, who moves os fast 
as a Nlountoin squad, and can carry flamecthrowers and 


—ntchel charges like an Enginees squad. He can also direct 


light; medium or heavy off-board artillery fire, which he 
must purchase like any other weapon. He also assists units 


a 
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in rallying. When not moving. he is considered dug-in for 
sighting, but not combat purposes. He is armed with a sub- 
machine gun and a hand grenade. The hand grenade may 
be replaced by the artillery option. . 


Vehicles 
Supply Truck 
The truck is manned by two men armed with rifles. Whea 
the truck is bought, it must be loaded by the player in the 
same manner that a squad.is armed with special weapons. 


The two men cannot use any supplies in the truck. If the 


truck is not loaded with supplies, it can transport units 
guns. ! 


Supply Halftrack 

This performs the same function as the supply truck, - 
except that the vehicle is lightly armored, and the medium 
machine gun (standard equipment on halftracks) has been 
removed. If the halftrack is not loaded with supplies, it can 
transport units and guns. 


* Truck 


_This is the same as a supply truck, except that it can trans- 
port units or guns. It can carry up to 15 men or tow 4 field 
gun. 


Halftrack 
This transport can carry up to 15 men or one gun. It can 
fire a medium machine gun, but only when the vehicle is 
in the Scouting mode. The M/3 halftrack is available to US 
and Russian units and the SPW/251 to the Germans. 


Self-Propelled Guns 

Each nation has its own type of self-propelled (SP} gun. 
These are turretless tanks that can act as mobile artillery 
units, using direct and indirect fire. 

Guns and tanks fire two types of ammunition: Armor 
Piercing (A-P.} and High Explosive (H.E.). 

Armor Piercing Shot: used generally against vehicles and 
stone walls. When on a supply unit, all calibers are con- 
sidered present. When used in combat, its effectiveness 
depends upon the range. 

High Explosive Shot: used generally against infantry 

sitions, but can be effective against armored units. Its ex: 
plosive power can be diminished over long ranges. Any 
smoke charges the vehicle fires will be deducted from its 
H.E. supply. 


US 
The M/4 is manned by five men armed with submachine 


guns. It has @ 105/25 gun with H.E. ammunition, and 8 
heavy and medium machine gun mounted on il. 


The M/12 is manned by six men with submachine guns. > . 


It has a 155/38 gun with H.E. shot. 
eae, Y 
GERMANY . 

The Jugdpanzer Vis manned by five men armed with sub- 
machine guns. It has a 88/L56 gun with both A.P. and H.E. 
ammunition, ands heavy and medium machine gun mounted 
on it 

The Hummel is manned, by six men ermed with sub: 
machine guns. It has a 150/29 gun with H.E. ammunition, 
and a heavy =meachine gun mounted on il. : 
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RUSSIA : 

The SU/76 is manned by four men armed with submachine 
guns. It has a 76/L30 gun with both A.P. and H.E. ammuni- 
tion, anda heavy and medium machine gun mounted on il. 

The SU/152 is manned by four men armed with sub- 
machine guns. It has a 152/32 gun with H.E. ammunition, 


‘and a heavy and medium machine gun mounted on it. 


Tanks 
Tanks are armed with a. variety of ammunition, and 
medium and heavy machine guns. The medium machine 
gun is mounted on the turret and can only be fired when 
the tank is in the scouting mode. 


US . : 
The Sherman is manned by five men armed with 
submachine guns. It has a 75/L40 gun with both A.P. and 
H.E. ammunition, and a heavy and medium machine gun 
mounted on it. 

The M/10is manned by five men armed with submachine 
guns. It has a 76/L48 gun with both A.P. and H.E. ammuni- 
tion, and a heavy and medium ees gun mounted on it. 
GERMANY : Pa 

The Panther is manned by five men armed with sub- 

machine guns. It has a 75/L70 gun with both A.P. and H.E. 
ammunition, anda heavy and medium machine gun mounted 
on it. 
The Panzerkampfwagen IV is manned by five men armed 
with submachine guns. It hasa 75/L48 gun with both A.P. and 
H_E. ammunition, and a heavy and medium machine gun 
mounted on it. 


| 
RUSSIA ne as 
The T34/76c is manned by four men armed with sub- 
machine guns. It has a 76/L41 gun with both A.P. and H.E. 
ammunition, anda heavy and medium machine gun mounted 
on it. . | 
The KV/85 is manned by four ca) armed with submachine 
guns. It has a 85/L51 gun with both A.P. and H.E. ammuni- 


tion, and a heavy and medium machine gun mounted on it. 


eee 


Personal And Support Weapons 

The weapons menu on the cost screen lists the type of 
weapons available, and its supply and point value. The supply 
value is the number of combat phases the weapon can be fired 
before running out of ammunition. The supply value can be 
altered based upon the unit's experience level. The point value 
is the cost of the weapon ir. points. 

There arc three types of weapons: personal, support and 
grenades. Personal weapons are rifles and submachine guns; 
everything else are support weapons. The total number of 
personal weapons cannot exceed the number of men in the 
unit. One unit cannot carry more than 28 hand grenades of 
each type, and no more than 4 support weapons. 

Some weapons have an extended range over which it can 
be fired with less effectiveness. 

Artillery: there are three types of artillery: light costs 100 
points, medium 150 points, and heavy 200 points. Only 
Leaders units can purchase and direct artillery. 


Normal” Extended 
Wespen gee eee eee 
Rifle 300 500 
Submachine Gun 150 250 
Light Machine Gun 350 500 
Medium Machine Gun 500 700 
Heavy Machine Gun , 700 1000 
Bazooka! 200 - 
Panzerfaust? 200 ~ 
Smoke Grenade? 68 - 
Fragmentation Grenade 68 - 
Rifle Grenade 100 - 
Flamethrower‘ 68 ~ 
Satchel Charge‘ 4 - 
Notes 


1: loses effectiveness when fired beyond 50 meters. 

2: weapon may be fired only once. Available to Germany 
only. 

3: smoke lasts a random number of periods. 

4: can be used by Engineer squads and Leaders only. 
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text of the Under Fire game, or may be unfamiljs 
do not regularly play military games. 


burden A game term quantifying how mux 4 posed of two parts. The number to the left of the colon 
carries. This weight, called the burden va determines (:) is the current turn; the number to the right the cur- 
how fast the unit moves. By dropping weight in the form rent period. After a certain number of periods have 
of ammunition or weapons. a unit can move faster. passed, there is a pause during which combat occurs. A 
. period should not be confused with phases. 
deploy A movement option that concerns itself with some 
of the more esotcric ways a unit can‘mave: up or down | phase A portion of a turn in which a specific action is per- 
* flights of stairs, into or out of vehicles, or (with the Dic- - formed by the player. In Under Fire there is the move- 
. IN option) to take advantage of the cover the terrain ment phase in which orders are given to all units, 2 
against enemy fire. combat phase where fire orders are given, and the unit 
Organization phase (see below). 
general order A team’s objective during the game. There 
are five general orders: attack objective area, defend ob-; point cost (point value} The cost to purchase a particular 
jective area, search and destroy enemy, break out, and unit, depending upon its morale (green, seasoned or crack) 
delay enemy. Deciding how well each team fulfilled their ~ and its ordnance. 
general order is a task left up to the players’ view of the 
tactical situation. posture The method by which a unit reacts to the possi- 
bility of enemy fire during the combat phase. There are 
two postures: ASSAULT and DEFENSIVE. Assault means that 
the uni will fire on an enemy unit. Defensive means that 


initialize A disk that is prepared,to receive information. 
A blank disk must be “formatted” by the computer model 
that will be using it. In Under Fire, however, a disk in- the unit will not fire, but instead will hug the terrain. A 
itialized by the Game Master disk can only be used to save unit on the defensive is, in effect, pinned under enemy 
games, while a disk initialized by the Mapmaker disk can fire. 
only be used to save newly-created maps. ; 
Sees ~~ scroll The computer is performing one of two actions. A 
scrolling map extends beyond.the edges of the screen. In 
certain options, you will be able to use the joystick and 
move about the map. 
Sometimes, a menu of options will appear in one 
space. By toggling the joystick, each option in the menu 
morale The rating of a unit's training and general condi- will appear in that space. You are scrolling through the 
tion. There are three morale ratings: green, seasoned and options. 
crack. The better a-unit’s morale, the less of a chancc it 
will break during combat. select The act of choosing an option from a menu. To select 
: in this game means to press the fire button when a cer- 
mortar A muzzle-loading cannon used to throw projectiles tain word appears. Example: "When the prompt ALLOW 
_at high angles. Mortars are usually used for indirect firing. CLEARING OF MOVES appears) select YES.” 
' 1 
objective area A square or rectangular box laid over the situation map A condensed vetsion of the entire map that 
Situation Map. Each Team's general order may refer to appears near the beginning df each turn. 
the objective areas or : 


line of sight To determine whether or not one unit can see 
another, a straight line is drawn between them. In general, 
if there is terrain that obstructs this line of sight (abbre- 
viated L.O.S.}, it is blocked 


supply point A measure of how many combat phases a 


option A task selected from a list of options. A list of op- 
tions is called a menu. Playing the game requires select- 
ing one option from a menu. Some options will appear 
only when pre-conditions are met (e.g. the 2D STORY op- 
tion will appear when a unit attempts to DEPLOY in a two- 
Story building.) ; 
Aj options in the rules booklets are printed in SMALL 
Cars. 


order of battle A detailed list of one Team’s units. Thus, 


when the prompt Review Your UNITS appears, you sec 
your Team's order of battle. 


unit may fire its weapons.| For all weapons except 
grenades, one supply point équals one combat phases 
worth of attacks. For grenades, four supply points equals 
one phase. Supply points are used only if the Supply 
Depletion option is chosen at the start of the game. 
turn A game is divided into a number of turns. The same 
tasks are performed each turh until the game ends. Ina 
chess game, a turn would be divided ‘into two parts: the 
White player makes a move, then the Black player moves. 


«osaln Under Fire, a turn begins with the prompt WouLD You 


LikE To SAVE THE GAME? and*ends with the Unit Organi- 
zation Phase. 


ordnance Military supplies including weapons, ammuni- 
tion and combat vehicles. -— ; 


period The span of time that a turn covers is split up into 
24 periods. All orders ure carried oul by the computer tick: 
ing of f the periods (like a Clock ticking off seconds} and 
moving the units The peried clock on the screen is com 
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Appendix: Soldier Talk 


| 


Armnics are a breeding ground for a goodly portion of the slang 
that eventually reaches the civilians. We present for your edifi- 
cation and amusement a selection of the argot used during the 
Second World War. | 

This selection is drawn from A Dictionary of Soldicr Talk 


by John Elting: Dan Cragg and Ernest Deal, by permission of — 


Charles Scribner Sons. It is a highly recommended, oftime off- 
color compendium of military slang. 


advance party A detail sent to a new site of operations in 
advance of the main body of troops, to prepare for the 
arrival of the unit. 


AP Armor Piercing ammunition}. Sometimes applied to the 
vocal endowments of service wives. 


APC Armor Piercing, Capped {projectile}. The cap was 8 
sort of windshield fitted over the head of the projectile 
to streamline it and provide faster, more accurate flight. 

2. Armored Personnel Carrier. 3. The Army version of 
aspirin, a general cure-all containing aspirin, phenacetin, 
and caffeine. Army medics were accused of using “Give 
him an APC and mark him Duty” as their standard sick- 
call prescription. Wartime.GI movie audiences were likely 
to chorus that sentence when some hero of the silver 
screen was dying gloriously after having made the world 
safe for democracy. The APC pill was also known in 
civilian life, but there it had many competitors. 


armored Frigidaire A tank, from the trade name of 2 com- 
mercial refrigerator. Sitting in a tank for hours during the 
winter of 1944-45 could leave you feeling like a barely 
animated ice cube. 


bail out, to 1. Originally an Air Force term for making an 


emergency parachute jump from a disabled plane. Later 

adopted by ground troops. “The krauts hit our lead tank 

with a panzerfaust, but the crew managed to bail out” 2. 

A euphemism for avoiding work or for goofing off. 
sites en, 


Bazooka A recoilless shoulder-fired antitank rocket 
launcher. Its name comes from the musical contraption 
invented by radio comedian Bob Burns in the 1930s. The 
weapon and its name are now obsolete, but older people 
and those not familiar with military weapons still use the 
term. 


blitzkrieg 1. German for lightning war, a term that 
describes German strategy and tactics during the cam- 
paigns of 1939-41. 2. A fast line of talk designed to get 
the admiration and cooperation of a pretty girl, or @ loan, 
or a pass before the other party can think up a good reason 
for saying “No” A snow job. ; 


burp gun The German Schmcisser 9mm MP38 submachine 
gun. One British officer described it as having a “peculiar 


emetic sound, but its bite was worse than its burp. 


cannon cocker An artilleryman. Also called ammo humper, 
yo humper. 


canteen commandos Rear-atca troops given to posing as 


rough, tough fighting men. Apparently identical with Bill . 


Mauldin'’s garritroopers and the rear-guard rangers. (The 
cantecn was a civilian social club for the troops.) 


duration, the As long as the war is going on, until the war 
is ended. The Selective Service Act of 1941 specified that 
draftees would remain in the Armed Forces for the dura- 
tion of the war. “Don't count on getting out soon. Were 
in for the duration and that’s a long way off” The dura. 
tion and six meant that the duration of the war and six 
months after that. 

i 9 

DZ Drop Zone, the area where parachute troops, weapons, 

and supplies are literally dropped from transport aircraft. 


Garand The US Garand 30-caliber M1 semiautomatic rifle, 
named after John C. Garand, its designer. It was adopted 
by the Army in 1940 asa replacement for the Springfield 
‘03. While it was far less accurate than the Springfield, 
especially for ranges over 350 meters, it was an effective 
weapon. Ina tight spot, a good shot could squeeze off the 
eight rounds in its clip in twenty seconds, and it took less 
time to train a soldier to use it than was needed for the 
Springfield. (Its front sight did occasionally work loose 
during sustained firing and might even drop off.} See also 
M1 thumb. 


Gl /Pronounced as initials/ A very important word in the 
Army. A term of complex origin, indicating various 
aspects of military life as opposed to civilian. 1. (Pre-World 
War I] to Modern} An enlisted person in the US Army. 
This was pretty much the standard term among both 
soldiers and civilians in World War II. While the term 

__was usually considered inoffensive by enlisted men, it 
seems to have been regarded with some disfavor in higher 
circles. Gen. Douglas MacArthur apparently did not like 
it. When his surgeon, Colonel Roger O. Egeberg, casually 
referred to the troops under MacArthur's command as 
Gls, MacArthur is reported to have said, “Don't ever do 
that in my presence .. . GI means ‘general issue.’ Call 
them soldiers” (Manchester). In othe: services. too, the 
term was frowned upon. “Never speak of an enlisted 
Marine as a ‘GI]” (Hein)). Nevertheless, the term was 
generally accepted, along with its relative, GI Joe. 2. 
Adjectivally, indicating things issued by the Army, like 
GI brushes, GI shoes, etc. Here GI stands for general issue 
or government issue, and to discourage theft, the initials 
Gl were sometimes painted or stenciled on articles not 
designed for personal use. The term GI also came to mean 


a particular style of object. as issued by the Army. The... 
G] brush, for example, carried over into civilian life,and- , 


even today veterans may refer toa flatbacked stiff scrub- 
bing brush as a GI brush. 3. Adjectivally, indicating things 
that are characteristic of military life, sometimes in con- 
trast to civilians. A G/ party is not a party; Gl blues are 
unhappiness in fhe service; G/ haircuts are crew cuts, etc. 
4. Adjectivally, meaning the official way. Oddly enough, 
this can mean either vg done or poorly done. Meaning 
correctly done, "Come on, men, let's doit GI} or”. . . the 
GI way!” 5. Adjectivally, describing a rigid person who 
is a stickler for the rules and somewhat lacking in com- 
passion. “Don't muck with the top. He's G] and you'll be 
pulling KP before you know it.” This is both a common 
and an important usc. 6. As an adjective, it may stand 
for galvanized iron. The GI can, & basic of Army life, is 
simply a galvanized iron can. 

Preciscly when GI became a term for a soldier is not 
known. Lighter refers to @ cartoon of December 1918 
that is captione:t A G.I. Christmas.” but here the initials 
probably meant general issue or government issue = 
simply military Kut by 183%, Gl meaning a soldier had 
become part of West Point vocabulary Thistean be 
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interpreted as evidence fer an earher use in the Army 
in general 


greasc gun A submachine gun, especially the US M3 end 
M3A) .45-caliber submachine gun, which really resem- 
bled an automotive grease gun, but functioned far more 
effectively than the much-touted Tommy gun. 


half-track A motor vehicle, usually lightly armored, with 
ordinary front wheels and short caterpillar tracks instead 
of rear wheels. Half-tracks were much used as personnel 
carriers for armored infantry, as combat ambulances, and 
as command vehicles. After World Wa: Il, they were 
gradually replaced by full-track vehicles. 


Hide and Hope The second, very unofficial motto of the 
US Tank Destroyer units, meaning that it was much safer 
and more effective to ambush German armor than to 
tackle it head on. 


Hitler's secret weapon The issue chocolate bar, whether 


the small version in the K-ration packet or the larger D-bar 
emergency combat ration. It was enriched, fortified, 
harder than armor-plate, almost insoluable, and generally 
frustrating. We have beard it claimed — but never seen 
it demonstrated — that this bar made the best hand- 
thrown antitank weapon available. One of the authors did 
see a sergeant of A Company, 377th Infantry savedby 
a D-bar he was carrying in his shirt pocket. It stopped 
a fragment of an exploding 105mm shell. 


how's Howitzers. The 121st Field Artillery Battalion is being 


reequipped with 8-inch hows.” 


infantry (infantryman) A soldier who fights on foot. The 


infantry, often called the Queen of Battle, has not always 
been the senior or preferred service in the armies of the 
world. Horse cavalry has often enjoyed more prestige. The 
infantryman’s lot Has always been fraught with dirt and 
hardship, sometimes followed by a very mean death. But 
there is scarcely a veteran of the infantry who is not 
intensely proud of his service as a foot soldier. The original 
of the word infantry is somewhat unclear. It came into 
Renaissance English from Italian infanteria, via French 
intermediary forms. The Italian word is obviously con- 
nected with Latin infans ‘child, which presumably shifted 
in meaning to refer to a youth, young person, armed 
servant, etc. Modern nicknames for the infantryman are 
legion and include beetle crusher, blisterfoot, bluc, boonie 


rat, bravo, dogface, doggic, doughboy, doughfeot_elever: bang- 


bang. eleven bravo, eleven bush, field rat, footslogger, grave 
agitator, gravel crusher, gravel pounder, gravel pusher, 
groundpounder, grunt, leg. mudcrusher, mud thumper, pebble- 
pusher, peon, rifle, -straightleg, stump jumper, etc. 


Joc Dope An imaginary soldier of absolute imbecility and 


irresponsibility, but much zeal. He was the central char- 
acter of a set of clever posters designed to cause soldiers 
to take better care of their weapons and vehicles. From 
that, it was easy and natural to transfer his name to his 
living counterparts. : 


kIll, to This is the soldicr’s basic mission, so often under- 


played by recruiters and Pentagon public relations people. 
That soldiers have adopted and invented so many cuphe- 
misms and circumlocutions for this brutal activity may 
be the resull more of a superstitious belief {albeit uncons: 
cious) that it is unlucky to talk openly about de ath than 
of any sense of guilt about being its instrument, 
Euphemisms. blow away, burn, buy: it, buy the farm, ding. 
dust, hose down, lightup, massage, use up. waste 2ap 


~ == during airborne operat 


K-ration A combat ration originally developed for 
paratroopers. It was prepared in three forms — breakfast, 
dinner, and supper — and was packaged in waxed card: 
‘board containers that burned very well. In addition to 
food, each package held cigarettes, chewing gum, watcr 
purification tablets, salt tablets, matches, and toilet paper. 
Except for the lemon-juice powder in the dinner ration — 
acid enough to melt holes in the side of a tank — the food 
was quite palatable for short periods in warm weather. 
In winter, K-rations could be a form of torture. Dumps 
of K-rations had to be guarded carefully, especially in 
Italy. Stray soldiers and civilians alike were inclined to 
rip the cartons open to get the cigarettes. 


Little Joc The auxiliary motor to the M4 tank. It was a two- 
cycle, single-cylinder gasoline engine that powered an 
auxiliary generator to keep the batteries of the tank 
charged when the main engine and generator were off. 
We do not know how widely this term was used, but it 
was current in our division. 


| 
MLR Main Line of Resistance. The backbone of a defen- 
sive system, where the defending forces plan to stop any 
enemy attack. 


M1 thumb A very common injury to the thumb. Closing 
the bolt to the M1 was a tricky operation. The thumb 
depressed the clip feed! permitting the bolt. to drive 
forward. The thumb had:to be withdrawn instantly, or 
the bolt. as it drove forward, propelled by a powerful 
spring, would catch it painfully. Some soldiers ere said 
to have received broken thumbs from this. The least one 
could expect was a painful and rather discouraging injury. 


ossifer A play on officer. Perhaps with some indebtedness 
to the early comic strip “Krazy Kat,” with Ossifer Pup. 


phonetic alphabet A system of easily pronounced, readily 
understandable words, each representing a letter of the 
alphabet. It is used to guarantee clarity and dispatch in 
radio voice and telephone communications In the system 
uscd until 1955, the letters were Able, Baker, Charlie, 
Dog. Easy, Fox, George, How, liem, Jig. King, Love. Mike. 
Now, Oboe, Peter, Queen, Roger, Sugar, Tare, Uncle, 
Victory, William, X-ray. lyoke, Zebra. 


Quad .50 Originally a half-track vehicle (later a full-track} 
armed with four .50-caliber machine guns mounted so 
that they could be aimed and fired together. Intended as 
a defense against low-flying enemy aircraft, it was also 
a potent antipersonnel weapon. capable of chopping 8 
stone house in half or turn an attacking Chicom horde 
into next year’s manure. 


Ronson The M4 Sherman tank. Since it was gasoline- 
propelled. it had the tendency to burst into flames when 
hit. From the advertising slogan for Ronson cigarette 
lighters: They light up every time.” Probably of British 
or German origin. The lend-lease Shermans were called 
Tommy Cookers. 


stonkered Put out of action, struck by @ shell, killed. 
Australian origin. Not commonly heard. 
’ 


Venus fixers Personnel of the Allied Subcommission for 
Monuments, Finc Arts and Archives, assigned to rescue 
and preserve Haliun art treasures: 


violin case The Griswold {or G) bag. 8 specially padded #8 


canves gun case 


ions Obviously the name CMe, 
from the alleged use of real violin cases b 


gangsters lo Carly submachine guns 
7 


for carrying & knacked-down MI rifle... 


~ men What 1 did here was 


Appendix: The Under Fire Interview 


A wargamer for the past 23 years, Ralph Bosson designed 


T.A.C., The Avalon Hill Game, Company's computer game, 


in response to the lack of computer wargames dealing with 
armored combat. He was not & programmer, SO Mr. Bosson 
learned BASIC programming, then went on to Assembly 
language to create the game. | 

While T.A.C was designed for the beginning gamer, Mr. 
Bosson said he wanted Under Fire to appeal more to the 
hard-core gamer. Asa result, Under Fire may be one of the 
most complex games in the field, but also one in which 
many factors are hidden within the code. Concepts such 
as multiple combat phases and the way units move are 
unique to historical gaming. They do not appear in board- 
games, and were designed especially to take advantage of 
the computer's ability to perform complex mathematical 
equations. Those of us who attempted to simulate ammu- 
nition depletion with random tables or bookkeeping charts 
will be pleased to find Under Fire doing it automatically. 

But some of the concepts can be easily misunderstood, 
because they have never appeared before. Thus, the need 
for the Under Fire interview: a way for Mr. Bosson to explain 
the concepts behind the game, and the staggering amount 
of research and programmin that went on during the two 
years the game was in development. 

The interview was conducted by Bill Peschel, the Under 
Fire rules editor. 


Bill Peschel: Ralph. where did Under Fire come from? What 
went into designing the game? 

| 
Ralph Bosson: Under Fire was researched in several ways. 
J used the information acquired from the West Point library. 
Then, ] used field manuals from national guard units. That 
gave me the weight stats and how many rounds are usually 
carried more than anything else. J] assumed that the basic 
infantryman was equipped inithe same fashion, and | found 
nothing in my later researches to disagree with that. Except 
in the case of the Russians, they gencrally_carri.d_less 
ammo. | 


_-+-- From this research J took what the men were equipped 


with, the weight of the men and the mechanical data on 
the vehicles. These are facts) not some historian’s opinion 
about what a machine could and couldn't do. Especially the 
armor. At West Point, ] felt like a kid in a candy store. There 
was more detailed information there than we ever dreamed 
existed. Besides finding data,on the various types of tanks 
from the late 30s and 40s, we found the results of tests done 
by the U.S. Army on the effects of A.P. shot against armor. 
It included armor types, thicknesses, gun calibers and the 
effects of range. 

Anyway. | created the movement and firepower equations 
based on facts, then added the modifiers to it, rather than 
arbitrarily saying that a squad had “this” many hit points. 
I simply counted how many bullets a soldicr has, and how 
many he could fire in a particular time span. 


BP: What else did West Point provide? 


RB: West Point provided a lot of data: on firepower, tactics, 
and the command structure of the various nationalities. For 
example, Russian rifle squads {in the game} were given 2 
extra men. Actually, 1 don't know if you want to say this. 
but the 10 men per squad number was more to make the 


program work In actuality, squads had between 12 and 15_ 
design more for effect than - 


blindly follow historical precendent 


Anyway, the Russians really loaded up the infantry and, 
with the game based on 10-man squads, coming in with @ 
}2-man squad meant that the Russian infantry became the 
Russian horde. If you have three Rifle squads coming al 
you over open ground, the game is scl up so that those 
squads will last just so long under fire before breaking or 
being destroyed. That number is based on 10 man squads, 
not 12. The two extra men throws off the equation slightly, 
allowing the Russian squad to move a little closer than their 
counterparts. 


BP: So the game was designed to be as realistic as possible. 


RB: Like all games, Under Fire was designed so that events 
are adjusted for playability. Kill ratios are as much set to 
what you expect will happen as to what will happen. Be- 
cause what will really happen will not be fun to play, and 
will not take into account the luck factor. 

Apart from the numbers, 1 drew more experience from 
my 23 years of wargaming than anything else. My decisions 
in the grey areas are what will make the game more fun 
to play, and only gaming experience can give you that. In 
this game, you have a wargamer designing a game, nol 4 
computer programmer writing a game. 


BP: That's a common occurence with computer games. 
People who write games more often than not were pro- 
grammers first. 


RB: Exactly. We design games for people to enjoy playing. 
over and above historical accuracy. There is enough 
historical accuracy in Under Fire as in any other game. 
but — asin any game — there has to be decisions for play- 


ability. Ne 


BP: What's the concept behind the multiple corp. ; 


The enemy can dig-in and-wait_until they hear,the empty, 
guns clicking. Nor could the unit have done that in real life. 
An M16, fired continuously for less than a minute, would 
fire all its ammo. , 

1 wanted to design a game that 8 wargamer could say, 
“| always wanted to do this because it makes more sensc 
than movelfire, move/fire.” I wanted to pick the point in 
the move that 1] wanted to fire. This game allows you to 
move six periods, then attack, f@cn move, so that you can 
time the covering fire with movement. For instance, a unit: 
can move four periods and attack, the second unit can pro-. 
vide covering fire, and move after the first squad fires. The 
Wart option allows you to do this It's coordinated move: 
ment. The hopscotch movement can be easily employed in 
Under Fire. Now, you can't go very far in one jump, but you 
can move. 


BP: How long does a turn last in real time? 
se 
RH: Time does not exist. 1 has ne meaning, in the ame) 
because all movement is relative to the other units, not how 
many seconds tick past on the clo kh Idetermined what per 
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centage of distance the fastest ura! coisa | ds 
to the slowest unit. The best way to handle that was to de- 
sign 24 periods, becouse it is possible to spend 16 periods 
moving from one position to another {Jf 6 unit is moving 
-uinit | don't care if they're moving 10 
meters, JO meters of 6 thousend maes are fe ie 
always be moving X percent faster than the slower unit. 
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BP: What about the tactics used in squad-level combat, is 


it possible to recreate them? 


RB: What ere you thinking of? 


- BP: Specifically, the ability of units'to provide covering fire 
_ while another squad rushes the objective. 


¢ 
- RB: The game is set up to allow that. When a unit exposes 
- jtself to fire, when it is attacking, the modifiers take that 


tactic into account. For example, unit A is the fireteam 
laying covering fire while unit B is rushing forward. The 
defender is being attacked, so he can either drop into the 
defensive position and not attack, or attack and risk get- 
ting blown away. If he attacks the charging unit, he gets 
penalized for not firing on the unit that is attacking him. 
If unit A is not being attacked, he can lay down a heavier 
and longer fire. 


BP: The game determines how long a unit will fire7 


RB: Certainly. It is based on the training the unit has, plus 
how many casualties it hes taken. lf a unit has received 
casualtics, two things happen. First, they have less fire- 
power, simply because there are fewer weapons active. 
Second, unjess the unit is rated crack, it wili not fire as long. 
fad and maintain the fire simply because some 
e squad won't attack. For example, you have 
: tree. He has to come out from there to fire. 
fh behind him firing their weapons, he’s going 
star on the firing line longer than, say, five men. 
pecially if the unit tried this a couple of times and got 
its men shot up in return. 

What ] tried to do is to put the emotion into combat. In 
combat, they may send outa patrol of 15 men, and, of the 
men coming back, 7 will be out of ammo, 3 never fired their 
weapon and the other guys have half their loads left. 


BP: There was a study on World War II combat that said 
only a quarter of U.S. infantrymen fired their weapons, and 
only if the NCO was watching them. 


RB: Some guys in combat dont pick their heads up. 1 
wanted to get that effect into the game. It's not always 
evident, but it is there. 


BP: So how would you take out the nest? 


RB: A dug-in defender is very, very difficult to dislodge. 
especially in a stone building. Tell people not to attack this 


‘unit with just infantry; in a standard infantry assault. You'll 
| get so mad with the result,you'l think the game is burning 


you, or doing something wrong. Even tanks are going to 


fey 
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Burt vor cannot come head-on You need suppor weapons 
to take out support weapons. The only “iy cts regent sbitse 
modifiers e dug-in enemy has is to get into the same position 
as the enemy. Getting a unit in the same position as a dug: 
in unit negates the dug-in and quict status. Now it's 8 one: 
nc-or.e cor.52? W's an overrun 


BP: Let's talk about some specific aspects of combat. For 
example, how effective is indirect fire? 


RB: Most indirect fire is ineffectual. The reason for that 
is when a unit fires indirectly, the computer determines the 
dispersal factor using a number of things; most importantly, 
is the firing unit moving and does it see the target? If it is 
offboard artillery, is the leader in sight of the target? If he 
is, there is a greater chance of hitting. 

The success of indirect fire is based upon sighting. and 
whether it is sighted by the firing unit or a third party. Pro- 
tective terrain is more effective against indirect than direct 
fire. It offers a higher degree of protection. In the open, in- 
direct fire is usually more devastating than in the woods. 
I don't even suggest firing indirect in the woods. 


BP: How about area attacks? 


RB: Area attacks can be very effective, compared with 
direct fire, against several units in one position. Direct fire 
takes into account the density factor, even though only one 
unit is being attacked. But area fire takes the factor into 
account to a higher degree because the position is being 
sprayed. The result could be a complete bust. or multiple 
devastation. ] have seen 17 men killed in one attack because 
the attacker chose area fire over direct. Direct fire could 
have killed 10 men, maximum. 


BP: Some of the combat modifiers may need some explain- 
ing, like if the target has been fired on by the attacking unit 
in a previous phase. 

RB: If a squad attacks a unit for the first time, and caught 
them in an open position, although that attack may causc 
severe damage, the next one may not do as much because 
the defending unit is well aware that it is being attacked. 
The men are diving for cover, or at least know that some- 
one’s in that grove. 


BP: OK, so the player had‘a grasp of the rules and has 
played the scenarios a few times. He and his buddy wants 
to design his own game. How should he go about it? 

| 
RB: Before you allocate the points, you have to decide what 
the General Orders are. A defender generally should be 


given less points than the attacker. Twenty percent, cer - 


tainly no more than 30% fewer points. The number of units 
he can buy is as important as the number of points. There 
is a lot to be said for having a lot of cheap units attacking 
a few good units. The good units can only fire so many 
times. That's what we used td say while gaming: it’s not what 
you roll, but how many times. ] have never played a gamc 
where that wasn't true. Eventually you're going to do some 
damage. : 


‘ have trouble, pulling up close with their two machine guns 
and A.P. guns and dislodging the unit. The best way to get 
_rid of them is to break the unit by expending a lot of H.E. 
‘and nickle-and-dimeing the unit until it can't take it any 
i Jonger. Or, time the infantry assault so it comes between 
_conibitt periods and use smoke to block the line of sight, 
to put an infantry unit in the samc position as the defender 
without the defender being able to fire upon them. That's 
something that gets overlooked in the game Because of the 


gies combat periods, movement can be linet 
i be rt : De 


BP: Should both sides know what the Objective Arca oF 
Gencral Orders are? 


RB: The way we pley it, we will lay down the Objective 
Areu, then decide to yourself whether to attack that olyec- 
tive, defend it, or search and destroy. Don't tell the other 
guy, just enter in the order. Give the same three options 
to each player. So when the players come into the game 
they have no idea what their opponent is doing. Obviously, 
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only one person could chouse defend objective. But the way 
the game was designed, the player whose team is in the 
position to defend the objective could have chosen search 
and destroy. If he's after a body count, and you're defend. 
ing. he's going to hit your units en masse and walk over you. 
As the defender, you're going to plant forward pickets, but 
if he’s on S&D, you'll want to mass your firepower and you 
don't want pickets. You have.to have a flexible tactical plan. 
That's generally how we play, because it drives us nuts. 


Ry: Js there a time Jimit? 


RB: No time limif. The games are generally wor OF Jost on 
the last turn; who was able to get into position for the final 
push. It's very important that you pick the proper units for.- 
the task When you get into the field, you can have all kinds 
of heavy duty powerful units and they can be worthless for 


the task. 


BP: All right, let’s talk about those specialty units and how 
you would use them. The Engineers. 


RB: Their real advantage is the ability to block roads and 
burn bodies with flame. Other than that, they operate 
exactly like infantry units. When defending. engineers make 
nice units to have because you can block fast access. On 
the Lion’s Ridge map, look at that road coming down into 
the city. If the attacker decides to take four heavy tanks, 
what he might do is run those tanks into the town, staying 
closed up, and expose your units. Then he'll come out. set 
up, and come back in with infantry. One engineer unit could 
block the road at the woods with satchel charges, and deny 


that quick thrust into town. 
Another way they're used was in the Shadow Valley 


scenario. It was used against me, so] don't like to tell it. 
] was’going to rush four tanks into the compound, pivot 
in the center, and blast the buildings. It was the 72 range, 
so it was easy to Stay out of bazooka range. ] was coming 
up the road through the woods, and - he had timed it 
perfectly - he blew both ends of the road. The road was 
blocked, so the tanks had to mancuver through the woods 
to get out of the situation. The worst place for tanks to mect 
infantry is in the woods. | lost two tanks that way. 
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BP: Mountain troops? 


RB: You're paying the cost for faster units. To allow you 
to pay the extra cost to have all 6’ 200-pounders, kind of 
like a stormtrooper. Also, this is not in the game. but they're 
considered to have a mule with them fo carry weight, be- 


cause most mountain units did. The mule allowed them to RB: Mortars are terrific support weapons. If you can-hunk: 


carry extra weight, so they could move faster. They were — 
generally trained to move throbgh rough terrain better, and 
they don't perform in the opyn any differently than rifle 
units. They gain the big advantages when they hit the 
woods, the hills. | eAG 


nr: 2. heltequads 


o guy was going to scLupam ichine gun nest. Why waste 
@ 10-man squad sitting there when the only firing was going — 


to be dane with the heavy machine gun” A crack half squad — 


’ 


is more effective than a scasoned full squad in the same 


RB: ... they serve special chi For instance, Iet’s say 


situation, and casts less. However, they have much less stay: 


ing, power, because they can stay around under fire. : 
With the integration option, they can ale beef up full 

squads, and so mahg cacellent reserve units, Say you have 

a machine gun nest with TO nen, and theyre taking losses. 


Theyre dawn to sis nen Ruthing e cheap replacement of 


damage. Hf it can see the unit, and the unit is in the open, 


cprating them witha seasoned 


squad gives you an 1)-man seasoned squad 

They also make excellent scouts, not because they're fast, 
but if you don't give them anything to fight with, you have 
a tendency to use them for what they were meant for . They 
also do not cast as much to Jose. 


BP: How shout tanks and guns? 


RB: One of the keys easily overlooked is that tanks arc the 
only vehicles that gain thai one BEL sighting advantage 
when they open the hatch. So if you have a tank on a hill 
aod H's scouting - especially iz conlesing terzein were 
youre Hl Cermain if yeu Can seve certain posiucn — é fai 
is a big advantage there because he can spot a support gun 


_coming at him in open hillside terrain, but the support gun 


is not going to spot him because he has a higher elevation. 

Elsewhere support guns are harder to hit at Jong ranges, 
because they cut a lower profile. 

Another consideration when buying your attack vehicles 
isthow much ammo they can carry. Some tanks will carry 
twice as much ammo as others. That creates a tactic a smart © 
player will use: if he knows how much ammo his enemy . 
is carrying, he may start firing at a long range. There is a 


- lousy chance of getting a hit, but it could get the opponent 


to stop and fire back. lf you can get him to burn ammo at 
low odds, there's nothing better than that. That will hap- 
pen much more with the forthcoming Extended Capability 
disk. Some of the 57 vehicles on it carry six shots and no 
more, while some have 9 shots, 15 shots. and they can stay 
in the battle all day long. 

Also, tanks don’t pay a penalty to turn the turret to fire 
at another tank. Support guns have a fixed barrel, it can 
only fire straight ahead. So. if a unit pops out on its right. 
it will have to turn the whole tank. They pay 2 penalty, se 
it's better used on the defensive. Theyre excellent for head- 
on attacks, because most of them have heavy armor up front 
like the Jagdpanther. Sv. if you're playing at scale 722285 
if you play a tank geme, we suggest you play it at 72 - 


BP: Why? 


RB: The effect of gun range and size are more appercnt at 
that scale. For instance, the big $8s have an advantage at 
long ranges over the 75, but when the 75. comes in close. 
it will do as much damage as the &§. If you put a Sherman 
two miles away from a Panthcr, it doesn't have a chance. 
Put them side by sidc, and the Sherman has a chance. 


: ~~ 
BP: Why buy a mortar? 
CL pesca 
down a mortar — put it somewhere, where it’s safe — that _ 
unit can fire all the time. It can also fire smoke, and the. 
effect of smoke is not to be overlooked. You can't counton 
it, Yecause nobody knows how long it will last. But it's the 
perfect way to cross clear areas, especially if you know 
whore the enemy is. Mortars are perfect for that purpose 
because they can lay down a fairly accurate fire from a safe 
position. $ 
Mortars that can do direct fire against infantry caught in 
the open, especially medium mortars, can do horrendous ~ 


kiss it goodbye. However, the mortar lacks mobility, 


BP: So what docs smoke da? You know, when you sec it. 
on the map, thers’s that... SS ARE Oe he 


RE. |. the oil barrel symbol right 1 looks small, butde | 
cou know if fills the entire position? When 4 tank is drawn | 


on the tactical map, te gpetan imaye that was three dimen: : 
sienal aud make it lool, he adank Ddecided te make the 
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tank bigger than the position. Where the top of the tank. 
is on the tactical map is the position it is in The oi] drum 
is exactly the size of one position, therefore it looks smaller. 

Anyhow, smoke will effectively bleck any line of Bight 
fron any clevation : 


BP: From any elevation? There's nothing like it in the game. 
No terrain does. that 


RB: Right. In this respect, remember that the game balance 
is completely thrown off if the supply rules are not used 
I{ there is no cost for ‘laying down smoke, a unit can lay 
down al! the smoke it wants. This is why smoke grenades 
are so overlooked when players buy units. But they work. 
An infantry unit that is pinned down can throw them one 
position away and allow them to get out. . 

All smoke Jasts a random number of periods. That was 
done so a unit laying a smoke barrage has to maintain the 
barrage. It must fire smoke each combat interrupt to make 
sure that the barrage is there. That's how it was done dur- 
ing the war, artillery laid down a continuous barrage. Even 
though the smoke may last a full turn or more, you can't 


be certain of that. With the supply rule, you have to be care- _ 


ful about using smoke only when you need it. That's where 
the supply trucks come in. 


BP: Speaking of which, do supply trucks have unlimited, 


supply? . 
RB: Nope. Once you unload it, it's empty. 


BP: What othe; things can happen when a unit comes under 


RB: One thing is guaranteed to happen: if a tank is running 


- around in the scouting mode, and the commander sticking . 


"his head out of the cupola is killed, the tank will close itself 
up. More often than not, it will break without the crew bail- 
ing out. If it doesn't break, it will close up and half the time 
it saves the tank. But this throws the player into a frenzy 
if that tank was his main sighting unit. He's blind. 


BH. One thing that struck me about Under Fire was the 
enormous number of options that are available. When the 
back box copy says “wargame construction set,” it’s correct. 
Why was Under Fire designed that way? 


RH: ] wanted people to be able to change enough things 
so that the game became what they always wanted it to be, 
not what } wanted it to be. For instance, you can get rid 
of the points by entering 999. Let's say a guy wanted a game 
where al) the units hang tight. He can get crack units to 
command Some guys want ae game where the men dic off 
quickly. so they can play green units. People get mad be- 
cause they can't see everything. so they can play in fall and 
winter, where linc of sight restrictions are relaxed. If they 
want to ge around and shoot up the countryside, the supply 
depletion rule can be dropped. Wherever ] felt ] could give 
them a choice without killing the code, I gave it to them. 


BP: Another overlooked rule is that a unit can split its fire. 
How can that be used? 

RB: A unit has the ability to! fire at two separate targets, 
or the same target in two different manners, like direct and 
area. Say you got a tank flying down the road with infan- 
try support all around it. If you're defending against this, 
your guns can open up on the infantry, and your bazooka 
on the tank. This is the simplest way to split fire. A more 
unique way would be to split the rifle firc. You have a 
12-man squad and a 3-man tank crew is breaking your back, 
and you got another crew coming at you from another direc- 
tion. You can tell six rifles to attack each unit by choosing 
the RiFLE prompt each time, something no other gamell! let 
you do. 

Another example: you got close enough to hurl grenades 
at a position. You know that it will dislodge or kill the 
enemy. If you're down to {wo attacks, throw just the 
grenades and save the rifle fire for another enemy. 

The only other thing to note is that both attacks must be 
ordered at the same time. You cannot order an attack, jump 
to another unit, and expect to come back to the first unit. 
That's the way the code breaks. 


ee 


